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So, you want to hear another story, eh? One where the very fate of Pandora hangs in the balance? If not, too 


bad—T'm telling you anyway. 
First, there was the Vault—an alien prison opened with a mystical 
was just a container of tentacles and disappointment. They vanis 
Vault held no treasure at all. 


key, To the warriors who opened it, the vault 
hed into the wastelands, certain that the 


They were wrong. 
m, a priceless alien element. San, the rare and valuable 
e attracted many. Including... the Hyperion Corporation. 


ough their excavations, 
it—to use its power to civilize 


The vault's opening triggered the growth of Eridiu 
mineral emerged all acrass Pandora. Its appearanc 


They came to Pandora to mine Eridium, and bring order to the savage planet. Thr 
uperion uncovered evidence of an even greater vault. Their leader vowed to find 
the Borderlands, ance and for all. 


for the next Vault's alien power. The call of danger and loot is 
dora in droves to uncover its hidden secrets. Some would 


call them Vault Hunters. 


But Hyperion weren't the only ones searching 
i warriors came to Pan 
call them adventurers. Others call them fools. But I... 


Our story begins with them, and with a man named Handsome Jack... 
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ABOUT THIS GUIDE 


Welcome to Pandora or, for those returning from a respite in another land, welcome home. Five years have passed since Roland, Lilith, Mordecai, and 

Brick fought their way across the arid wastes in search ol fortune, fame, and loot! Five years since the Vault nearly took their lives while offering so little in 
return. Pandora has changed considerably while you were away. As Atlas withered and died, the Hyperion Corporation, led by a man named Handsome Jack, 
prospered. No longer content being a meager firearms manufacturer, the Hyperion Corporation has become the planet's largest company, one more powerful 
than any government had ever dreamt of being. And with great power comes great rebellion. But now we're getting ahead of ourselves... 


A new Vault has been discovered on Pandora, one that will open only to those who possess the right key. This guide is that key—your key. With it you 
possess the tactical knowledge necessary to overcome the Hyperion Corporation, take down Handsome Jack, and wrest control of the Vault in the name of 
humanity. It's also so much more. The journey to this most recently discovered Vault is far longer and more arduous than the last. It is one that will take you 
to dozens of locations, avail you to more than a hundred challenging missions, and threaten your life countless times. The road is going to be bumpy. 


In compiling this ultimate guide to all things Borderlands 2, our authors spent over six weeks on-site at Gearbox's development Studios working round the 
clock to mine this massive game—and the developer's brains—for every morsel of information they could find From interviewing the game's lead designers 
to having lunch with the voice of Claptrap, they left no stone unturned. Here are just a few of the topics covered: 


@ Learn all you need to know about the basics of surviving the hostile conditions on Pandora in our 
“Claptrap's Guide to Minioning” chapter. 


@ Everything you could 
ever hope to know about 
each of the four character 
classes can be found in the 
“Hyperion's Most Wanted” 
chapter. Here you'll find high- 
level strategies and build 
suggestions for each class, 
tor both solo and cooperative 
play, a5 well as in-depth 
discussions of each of the 
dozens of skills. 





@ The massive “Crimson Raiders’ Path of Most Resistance” section 
contains a comprehensive walkthrough for the game's 18 story 
missions, along with a full A-to-Z directory for all 109 optional missions 
in our “Overtime Pay” section, This chapter is loaded with maps 
detailing the location of every collectible and Cult of the Vault symbol, 
proven strategies for all four classes, and developer commentary. 


@ “Marcus Munitions Monthly” is the official catalog to 
the game's celebrated weapons system. Every aspect 
of the robust loot generation system is explained here, 
including tactics for all elemental types, manufacturer 
traits, and weapon classes. This chapter peels the 
covers back on Pandora's millions of guns, revealing 
the best of what it has to offer and showing you how to 
get it (or al least hinting at some of what's available) 





@ Pandora is filled with countless enemies, both human and otherwise, each of which have been poked, 
prodded, and dissected (all in the name of science, of course). The results of which can be found in 
“Sir Hammeriock's Almanac of Pandoran Beasts,” an expansive bestiary that compiles strategies, 
illustrations, and vital statistics for well over 300 enemies. 


@® Finally, “Ctaptrap’s Secret Vaull” reveals all kinds of goodies and Easter eggs! You'll also find a quick 
reference to all Challenges and Achievements/Trophies, along with a customizable skins/Neads/cars gallery. 





Happy Vault Hunting, friends... 





CLAPTRAPS .. 


GUIDE 10 
MINIONING 


WHAT'S THE POINT, TRAVELER? 


Not getting killed for one thing—that almost just happened, after all. So, You met Handsome Jack and he just tried to Kill 
you—not the nicest thing to do. Now you're also going from almost dead to all-the-way dead thanks to the bitter cold 

But fear not, traveler! |, the great Glaptrap, am here to help you pull through, for the small price of indentured servitude 
There's that proverb about if a robot saves your life, what you owe to it, something like that, Anyway the point is to help me. 
That's the important thing. In order to do that Minion, you'll need to rest up from all this near-death experience, grab a gun 
and maybe a shieldy-thing, and pander to the locals. It's a hostile world out there, full of monsters, criminais. and | danger 
and | need you to be my meat shield. if you succeed, maybe we'll even track down Handsome Jack and you can ask him 
very nidely wity he tried to Kill you before jaw kill fin! Ha-HA! Onward, Minion! 





SO anyway, this section can answer questions about the basic ways you 
go about doing those things that will help you help Claptrap, and in turn, 
help yourself 





—LORIN WOOD, 


GETTING YOUR BEARINGS 


It's cold, and you're groggy and close to expiring, but it's not so bad... there are gadgets to both distract you and to remind you of your dire situation! You 
have a heads-up display designed to keep you apprised of your situation on Pandora at all times thougntiully provided to you by your robot savior Claptrap at 
the outset. Actually generated by separate components, together the health display, experience point display, weapon display, and digital map display modules 
pt Wer Our HUD. 
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-(BASICS) 





BODY MOVIN 


Moving is really important. It gets you from place to place, enablng you to 
maneuver around and rush toward or run away from foes. You can simpry 
walk around in any direction, but sprinting while moving forward is the 
fastest way to locomote. You can sprint as much as you want (none of that 
sprint bs fr ur seconds. hufl and puff for four seconds, repeat nonsense 
here), and you Can even Swap weapons OF réload while sprinting without 
breaking Stride 


Sighting or firing a weapon, throwing a grenade, using an Action Skill 
ducking, or veering sideways too sharply will and a sprint. You ll still be 
moving forward if you're still holding forward, but it will be at a walking pace 
instead of sp srinting speed. That might seem like splitting hairs until you find 
yoursell running full-titt with no shield left trom enemves that move just as 
quickly as you. At thal time, you'll be like, “| should have remembered that 
guide tip about being efficient with my sprinting!” But alas 





Pandora is a hostile, desolate planet whose conditions on just tne Iringe 
of livable have olven rise to deadly flora and fauna. The monsters here can 
routinely outrun you and fire or hurl projectiles faster than you can flee 
Avoid them by circle strafing while keeping your target sighted. Against 
enemies fleet of foot on the dine: the best option is often turning tail and 
na Inting Tull Speed awa there's cover along the way, yOu Can leap over 
tio buy yoursell a ite spacing even if they're breathing down your neck 
viamsnagind like this will give your Action Skill a chance to cool down fulh 
and Action Skills are your ace in the hole for snatching victory Irom the jaws 
of defeat 


Again st monsters with champion aim, like Dullymongs hurling objects Or 

rvétalisks and threshers with their needle fire, circle strat rg Vv (nile Still 
foc me) ire on the enemy like in most first-person shooter games wont 
suffice to avold crippling damage much of the time. When they begin thet 
ranged salvos, turn facing a ngnt angie to either side of the toe, then run 
laterally around them, If there's cover to place between you and the enemy 
along the way, do it; you can drop down behind watst-figh cover into a 
relatives, Me crouch, or you can be hidden entirety behind shipping crates, 
buildings, rock outcroppings, and other full structures Cover gives your 
battered shield a chance to recharge, and allows you to find your Deanngs 
(And eventually a recharged Action Skill!) 


Crouching Hirsi you a smaller target. An icon appears onscreen on your 
HUD to remind you that you're crouching, in case you cant feel your Knees to 
tell anymore or something This gives you more assurance when caught oul 
in the open from afar, or when you're behind incomplete cover al midrange 
There are even a faw attacks that are unleashed just over waist high, which 
are avoided entirely if you crouch. Hf you're caught out in the open from all 
sides or at close range, crouching isn't going to be a great help—it's time.to 
sprint out of trouble then. Press crouch while falling or jumping, and you'll 
land in a crouch, though your position in midair wont be altered before the 
landing. Press jump while crouching, and you'll simply Stand 


Fleet of Feet 


Using certain skills can increase speed tor a few seconds under specific 
conditions. The boost to movement speed can be invaluable in dicey 
situalions. You can outrun ferociows beasts thal might normally chase you 
down, and you can get oul trom Ihe midst of creatures on all sides, sprinting 
oul to one side of a killing field so all the enemies are oriented more 
generally to one cide instead of surrounding you. Movement speed boosts 
thal are engaged as kill skills are also terrific for helping you get to the next 
oll! ewen faster, which keeps the boos! going. 


Skills That Enhonce Movement Speed 
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increased mnvement spied while Gunzereing 


Based Mover apeed, Meallh repenerzio 
Sunt damage whie Cecaption ts active 
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| BELIEVE | GAN FLY 


You can jump while sprinting, ond this leap will cover 

more ground than usual. You can sprint fram any jump by holding 
forword and pressing the sprint button [on consoles, or PC pads 
that emulate console pads, the ‘sprint button” involyes pushing in 
the left thumbstick; on o keyboord, it’s the left shift key) before 
landing. You dan’t have to hold down the sprint button (or keep the 
left stick clicked in) to continue sprinting. You just have to make sure 
you don't release the forward direction, You also can't fire, zoom, 
crouch, throw o grenade, or use an Action Skill without stopping a 
sprint. Some jumps can only be covered by sprint jumping, You can 
accomplish sprint jumps with even just small bits of surface; you 
only need enough ground to register that you started sprinting 
before the jump, and you don't octually need to sprint for a second 
of two to goin momentum. 
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Rapid Transit 

When your feet aren't fast enowgh and you just want to gel on with il, you'll need other travel methods. 
The quickest is Fast Travel, with a couple of caveats, You must have discovered a Fast Travel station in 
order to ase it, so you cannol warp directly to just amy Fast Travel station. And certain Fast Travel stations 
exist only to allow you to travel away from a remote location, but nol back again. (These are totally nol 
right before boss fights, hones!) 


Bul you can't go everywhere with Fast Travel, and sometimes il's the journey, nol lhe destination, And 
other times you'd like to drive a two-lon bandit iactical frock full-tilt inte a bullymong just bo see how far 
VM be tossed by the impact belore you then pepper il with infinite vehicle gunfire and explosive attacks. 


Seooler's Caich-a-Ride stations return, ready (after a while) to deploy infinite two-seal assault buggies lor you—digistructed duplicates of handil runners in either 
machine gun or rocket launcher variety, Your runners can be further customized with dozens of skins you'll discover. Later on, the Bandit Technical also becomes 
availabie—this hefty truck sports either a vicious saw blade launcher or an explosive barrel catapult! This truck, not as nimble as the runner bul sturdier, is able to 
seal all four players in a co-op game! 
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~ NEIL JOHNSON, 


GUN CONTROL 1S HITTING YOUR 
TARGET, OR: GUNPLAY ON PANDORA 


Most of your interaction with the natives of Pandora involves exchanging gunfire. That's their loss—you're probably a very nice person, so long as others don't 
approach you by snarting and opening fire. But that’s what most people (and things) here are going to do, $o you'll need to be comfortable with munitions. 











Each gun you receive has its accuracy stat on the item card, and of course the higher the number, the better it is for marksmanship, but that number doesn't 
tell the full story, This figure indicates how likely the gun is to fire dead center, but it doesn't reveal how the gun's alm and spread are affected by the gun's 
recoil. It also doesn't account for the stability of the weapon, which ts expressed as the natural, uneven sway you'll experiance just as a function of being a 
person holding an object and pointing it at other objects. Weapons may have unusual ammo types or behaviors that aren't expressed on the weapon card, and 
pieces from different manutacturers handle differently, anyway. 


Accuracy isn’t the be-all, end-all, and you might find that same gun types, oF even certain gun types from only certain 
i ee manufacturers, handle the way you feel like a weapon should handle for you to be happy with it regardless of what the 
C LAP TRAP accuracy stats say. And higher accuracy isn't even always necessarily better Against swarms of wildlife scampering and 
Swarming at close range all around you, like varkids or skags, accuracy will be the last thing on your mind. 


H you fire without aiming down sights, the weapon will be hip-fired, and accuracy won't be as good as it could be, Most 
weapons really won't be viable when they're outside of close or mid range and simply hip-fired. If a weapon happens to 
have an exceptionally tight reticle without zooming in, than perhaps it's still viabla, but apart from Hyperion weaponry, 
Most QUNS require you to 200m for distance work, To draw a tighter bead on targets, you can aim down the sights of 
your current weapon. This improves accuracy greatly, and depending on the optics on your current gun, this may enable 
a helptul zoom view, 






HYPERION 
STABILIZATION 


Hyperion makes weapons 
that actually increase in Accuracy is expressed visually via the cone of fire—a four-point reticle in the center of the screen that blooms or shrinks 
Stobility with continuous to show how stable the current weapon Is handling. It expands while you're firing or sprinting, which represents a 
fire. The first few rounds decrease in the accuracy of the weapon in hand, When at rest, the cone of fire shrinks to.a minimum width, which is 
will Fly like wild pitches, | Tiner or broader depending on the gun. Weapons with a 
probably wide of the | particularly tight minimum cone of fire make good hip-fire 
mork, but once the gun | places. When aiming caretully, aim down the sights. This 
gets going, the rest of cae the cone : down : Me i of the : ‘i. 

a RIR . nght away, even while jumpin recoil generate 
the magazine will be right : 

* by repeated fire still means you'll want to fire mostly in 

controlled bursts even while zooming in, unless the weapon 
in hand |s extraordinarily stable. Take the extra time to find 





on target. In effect, you 
can think of ony Hyperion 
weapon os havi 4" the an aiming sensitivity setting you're really comfortable with, 
Spin-up time required of a then use a little discipline and aim carefully for critical areas! 
rotating barrel chaingun. 





Dealing All the Damages 
So, where should you choose to aim? Well, you can just aim ambivalently in 
approach, and some wld 
n hardware or a scope 
) for Critical Hits 


es have different exira-vulnerable areas 


ihe ral Sensor 


ai ay is sable * bead {0 Speak 


hacksides with their sturdier fronts 


MAXIMIZING CRITICALS 

Some monufocturers produce guns that fire high- 

velocity rounds that deal enhonced critical damage. 

Jokabs and Hyperion guns fit this description, Every 

character also has skills thot con be purchased with 

skill points to enhonce criticals [Zero’s Sniping tree in porticular), 
and Bodoss Tokens earned by completing Challenges can be used 
to purchase permanent, profile-wide statistic increases in the 
power of Criticol Hits, (Or qun damage. Or gun recoil. Or melee 
damage. Tokens ore flexible) 


Apart from going for Critical Hits, you can take other measures to maximize 

damage. The new Eridium-derived Slag element, when applied to enemies 

doubles all age they rece ve from RORSME ae This makes even 

cal Hits. Fira, 

Shock. and horeaie weapons ns each have types 25 of enemies where one 

will fare better than the others, pressing your advantage further if you arm 
y. And of course, every character has skills that give a straight-up 


elements, and so on. And some ski 

togather—Maya's Reaper skill incre nage ‘against enemies with 
more than hall health, while Zero’s Kili ow Skill radically ramps up Mis 
melee damage against low-health foes. Maya softens them up, and Zero 
finishes them off 


DAHL BURST FIRE 


hen you aim down the sights with o Dchl weapon, burst fire mode is 
enabled automatically. For just one trigger squeeze, several shots 
ore dischorged one after another, with extroordinorily low recoil 
This mokes Ochi guns exceptional weapons for mud to long-range 
firefights. When hip-fired, Ooh! weapons fire in either automatic 

of semi-autamatic mode depending on the model, and they do so 
without the low recod burst fire engaged while zoomed in. 


Dangerous Methods 


in addition to shooting, you can also perform melee aliacks up close, Each 
character's signature move inflicts identical damage a5 a baseline, bul 
Zeno's melee altack is the lastest by a hair and also hits the widest horizontal 
twath—the melee swings ol olher characiars and of bayonelied guns require 
more precision, Melee damage can be increased a few ways. Hoid shielos 
grant a bonus to melee damage as long as your shields are depleted. Guns 
accessorired wilh bayonets lend a new melee animation and increased 
damage. And there are skills, class mods, and Relics thal further boost melee 
prowess. In particular (and tar above olher characters). with Zero, you can 
Stack melee-centric skills in the Bloodshed tree to slash up close better than 
anyone. (0! course, you can alse stack into Zero’s Sniping tree and make him 
the best long-range gunner as an alternative, but that’s beside the point.) 
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Maya with her Scom capstone and Salvador with his Fisthul of Hurl gamechanger 
can also develop above-and-beyond melee capahilities, if you desine 


You can also equip grenades, and you should use them liberally. (Just don’t 
kill yourself with them: you cannot Irhendty tire your riends, bal you can 
friendly fire yoorsel!.) You'll pick more up all the time, especially if you pop 
open every container you can. And they are greal supplements, shoring up 
gaps in your elemental game and giving you something to toss to help sotten 
the enemy up before you unload with your main weapon, Grenade strengih is 
primarily based on your lewel and the grenade's listed damage and residual 
effects. Bul like the damage of melee and guns, grenade damage can be 
increased through particular skills and pieces of equipment. You can purchase 
Storage Deck Upgrades to gel space for more grenades al the Black Markel 
i'l! cost you Eridium, but it’s well worth it to have more pineapples to toss 
Grenades are almost as varied ag guns. The Marcus Munitions Monthly 
section of this book spells out the types of grenades you ll find 


Axton’s grenade capacity and strength can be increased by skills, and 
Salvador can gain the ability to throw two grenades for the price of one while 
Gunzerking. Maya's Phaselock can be thought of as a sort of customizable 
Singularity grenade thal you get to fire two or three times per minute on fop of 
the grenade mod you'll be sporting! 


[BASICS] 
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» CLAPTRAP'S GUIDE TO MINIONING 




















Humanity al large has access to standard kinetic ammunition and explosive rounds, both af the lowes! and highest! levels of quality and technology. Bul the 
research and development ol the Maliwan Corporation and the excavation of ancient Eridian tech and matorials spearheaded primarily by Dahl have allowed the 
Gevelopment of mass-markel weapons thal spew bullets imbued with special powers. (The Marcus Munitions Monthly chapter has even more details on elemental 
damage properties and stalus effects.) The shor! version breakdown is thal you'll make things much easier on yoursell by paying careful attention jo elomental 
affinities, and it becomes more or less required agains! the toughes! monsters. Quring True Vawll Hunler Mode, monster weaknesses and resistances become 
absolutely critical 


The numbers you see in the following table are multipliers, which show you whal potential of damage you'll 
receive i! you shoo! specilic surtaces with certain gun lypes. A couple important examples: if you shoot a shielded 
anemy with Fire or Conrosive rounds during your initial playthrough, the shields will lake only 7% of the damage 
| Your weapon can outpat. Do the same thing during Trae Vaull Hunter Mode, and you'll deal only 40% of your 
damage potential! On the other hand, using a Shock weapon agains! shields during your first playthrough will 
teal dowble your base damage, and during True Vault Hunter Mode, it's even more than that! 











The game is designed at its core to balance itself around your path and your level. I you find yourselt feeling 
totally overmatched in a given situation, and it seems like particular enemies are just too tough to kill, the 

| first thing you should check is if you're matching elements up property fo ease your baliles, ralher than 
inadvertently making them harder than they should be 







One does not relood o Tediore weapon; the spent weapon is instead tassed forward like o grenade, and a fully loaded, 
identical weapon is digistructed in hand os the costoff weapon explodes. Tediore weapons become explosives when they're 
done being firearms, The domage dealt by o reload-thrown Tediore weapon is determined by the number of rounds left in 
the magazine at the time of reloading plus one rounds worth of damage for the weapon body itself; a Tediore that's completely depleted of 
bullets before being thrown will explode and deol the damage of about one more bullet, while firing a single round out of o full mag and THEN 
retood-throwing the nearly full Tediore will deol obout the same domage as an entire magazine ot once! 














Tediore weapons require more reloading discipline thon other guns. You won't want to 
relood out of habit when you happen to use only some of a magazine in a gunfight, as most 
FPS games have trained gamers to da over the yeors, Reloading randomly will result in 

you tossing useless exploding Tediore weapons at nothing. wasting ammo in the process 
and perhaps even putting yourself in extreme and unnecessary danger, A tossed Tediore 
explodes ond potentially deals splash damage to your choracter, either directly or by 
touching off an unexpected chain reaction of nearby exploding borrets or canisters. You 
must take great core reloading Tediore guns during breaks in combat, since there's no way 
to reload without first tossing forward an exploding gun. And you wan't be able te simply 
fire o single shot and then immediately reload for o very powerful explosion over and over 
for very long, as all remaining rounds in the magazine ore expended. Youll blow through your amma reserve very quickly this way, 















If you accidentaly trigger a Tediore relood in a pinch ond want ta forestall it. perform melee attacks over and over again to keep interrupting 
the weapon throw animation! You won't actually discard the gun until you stop mashing on the melee button or key, 








Don't Retreat, etc. 











You'll inevitably run out of ammunition in your current magazine while dumping outlandish firepower 
into the beasts of Pandora. When a mag runs dry, the character you control will automatically 

reload the weapon, If you wish to reload before every round is expended from the magazine, press 
ihe reload button or key. This doesn't interfere with your character's movernent. So if you're ina 
tight spot and low on ammo, there's nothing stopping you from sprinting away from enemies while 
reloading! He who fights and runs away lives to fight another day, a6 they used to say back in the old 


Hyperion Claptrap factory 


Advanced Reloading Tactics: 

Pressing the reload button sends your character into their reloading animation 
for the current weapon, The animation depends on ihe gun, bul because almost 
all of them have a magazine of some sort lo eject and replace and then a primer 
to cock or slide to rack, animations are relatively similar. You cannot fire while 
the reloading animation is underway, although you can do certain other things. 
Sprinting, ducking, and jumping can be accomplished while reloading without 
interrupting the animation. Using an Action Skill, swapping weapons, throwing 
a grenade, or using a melee attack while reloading WILL interrupt ie reloading 
animation, however, With good timing and familiarity with your current arsenal, 
you can use this on purpose to cul short your reloading animation and get back 
to firing taster 


What you're looking for is just the ammo counter ticking ower bo full in the 


bottom-right corner ol the screen; once your current magazine shows full ammo. 
interrupting the remaining reload animation, however you do so, doesn | matter, 


Far most weapons, (his means you just have bo wail for the new magazine to 


be firmly seated into the weapon—bol you usually OO NOT have to wait for tte 
slida to be racked or whalever! The most practical way to use reload interruption 
to your advantage is to simply press the melee button as soon as the Iresh 
magazine registers. 1 you're in the thick of things in a scrum of enemies, then 
this melee sirike is gravy before you get right back to your regularly scheduled 
bullet programming. If no enemy is nearby, that’s fine—pou Il still be ready to 
aim down the sights and open up on adversaries al range more quickly than il 
you'd merely let the reloading animation play oul! 


You can also swap weapons just after the ammo licks to full, hough this doesn't 
give you a leg up on speed; it can just assure that whenever you cycle back to 
the appropriate weapon, you aren't re-equipping an unloaded plece. 


This reload trick is of course less useful lor weapons with naturally quick reload 
speeds, or after you've invested skill points and Badass Tokens into a build 
tailored bo increase reload speed. anyway 


LONGEVITY 


ON PANDORA 


Shields 


If you can't manage to dodge attacks, the first buffer between your 
poor fragile flesh and the claws, fangs, and bullets of the locals is 
your shield, Shields take damage before it saps into the flesh- 
and-blood of your health pool, and they even soak up some of the 
damage from burning or corrosive sources entirely. Note thal, just 
like enemy shields, your own shields are VERY vulnerable to Shock 
attacks. Those blue, sparking projectiles hurtling at you from a 
flying surveyor or an [ON Loader or an elecinic weapon-wielding 
nomad are not just for show, They'll knock your shield off just about 
instantly, leaving you totally vulnerable and exposed to damage from 
all sources. And excess damage against a Gepleted shield bleeds 
over into health damage immediately, 


Every shield shares the stats of capacity, shield recharge delay, and 
shield recharge rate, Capacity dictates the most damage-absorbing 
energy the shield can hold at once, Recharge delay shows how 

long you'll have to avoid damage for a diminished shield to bagin 
recharging to full (a bower number is better), and recharge rate 
indicates how fast that recharging process will be (a higher number 
is better), Beyond these standard parameters, shields from different 
manufacturers have thelr own spacilic properties that Make one or 
the other more appealing to you. Some of these will alter the look 
of the shield’s bar on the HUD to help depict the effects. Just like 
with guns, there are seemingly countless different shields you'll 
discover, and picking the type you carry and use boils down to your 
preference, your character's build, and the needs of tha moment. A 
more complete breakdown of shield types is available in the Marcus 
Munitions Monthly section of this book 


CLAPTRAP SEZ 
SLOW AND STEADY WINS THE RAGE 


Pangolin’s Turtle shields feature enormous shield capacity. The price you poy 
is a penalty to moximum heolth, but lowered health copocity hardly matters 
if the extra shielding keeps you from getting there in the first place, 


IT'S BEST 10 BE FLEXIBLE 

Along with Pangolin, one of the only two companies on Pandora thot 
might be rightly colled pacifist, Anshin focuses on shields that adapt to 
the elements in the area. Getting splashed wrth Fire from a Badass Pyre 
Thresher? Hoving Corrosive goop borfed onto you by a Goliath? Anshin's 
Chimerosike shields con adapt to the situction ond resist much of the 
damage. 


SHIELD'S LOG, SUPPLEMENTAL 


Base shield performance con be expanded beyond the specifics of your 
equipped shield Every character hos skills that boost some of shield 
copacity, recharge delay, and recharge rate. You can also prioritize Badass 
Tokens earned by completing Challenges ta spend on increasing those stots 
in porticulor, Youll find pieces of equipment besides shvelds themselves that 
olso contribute to shield performance—some Retcs ond closs mods ore 
occomporned by shield-boosting bonuses. 


Or, you might nat even focus too much on boosting shield performance. 
Depending on your style of ploy and potential support from co-op 
teammates, you might take on entirely different approach, building o 
chorocter based oround getting m the thick of it up close ond having your 
shield shattered so you earn bonus Bandit-made shield Roid damage. for 
instance. Mony skills also increase copobilities when shields ore depleted. 





(BASICS) 
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Health 
Your health is displayed in the bottom-left corner of the soreen as a red bar 
and is determined primarily by the level of your character. Health can be 
further increased by using Badass Tokens to boost health capacity, or by 
purchasing certain haalth-boosting skills. As with shields, some class mods 
and Relics also buff up health. 


Damage taken when shields are down injures health, If a shield is 
“overkilléd,” that damage bleeds into health immediately,.. no free rides. 
Your prionty when shields are down and you're taking health damage should 
be getting out of harm's way and giving your shield time for recharge delay 
to end, $0 the shield builds back up and you have a margin for error again, 
(Unless you've crafted some kind of build that involves rocking a depleted 
Shield on purpose, in which case godspeed, brave warrior!) Damage taken 
to health doesn't recharge naturally like shield energy. Instead, you must 
replenish health damage by finding hypodermic Health Now! medicine. Like 
ammo supplies, you may find these anywhere: off killed enemies, in loot piles 
of in containers, and in vending machines 


A PANDORAN REVIVAL: §= 254 
CO-OPERATIVE TRIAGE 


Co-op partners con try to revive you duringadowned /f 
stote. If there ore relatively weak enemies nearby, 

the team might be better served just jetting them live so downed 
members can score easy Second Winds without on ossist. At the 
very least, in the middle of a gunfight, teammates can make this 
kind of decision on the fly, like if someone happens to be downed 
hear something like a larval vorkid 


Against more threatening ond tougher groups of enemies. ond 
against Badesses ond bosses, youll need more coordination. If 
nasty enemies totally surround o dying oly, the foes all around them 
can be distrocted or even relocated against their will in o number 
ground zero, which can be useful to clear a safe path to try to 
revive o friend, Maya's Phaselack Action Skill with her gamechanging 
Converge skill on top of it can achieve the some effect. [This can 
be useful even if Mayo hos the Res skill that allows Phaselock itself 
to raise allies; too many enemies around an ailing friend might moke 
it impossible to occurately target them sa Phaselock hits friend 
rather thon foe.) Zero's Deception holagram ond Axton’s Sabre 
Turret serve os great distroctions to occupy enemy attention and 
enoble sofe revwifications; Salvador can accomplish the some thing 
with his own body through Gunzerking, especially in his Brown tree, 





There are also other ways to replenish health. Every character has a bit of a 
“survivability path” for skill assignment that somehow maximizes possible 
health regeneration (and likely health capacity and shield performance, 

too). Some Relics and class mods can increase health regeneration for 

your character or even your entire team. Everyone can equip Transfusion 
grenades, which suck health back from enemies caught in the blast: some 
rare guns feature a health-sapping effect, as well. And Maya can be a combat 
medic for an entire team through her Harmony skill tree 


Fight For Your Life 

Your shield ts down, your health is rapidly diminishing. Get health knocked 
all the way to zero, and you'll fall to your knees, rattlad at death's doorstep. 
For a brief period of time, you'll be stuck in a state called Fight For Your Life 
This can also be called a “downed” state. While downed, movement speed 
becomes a literal crawl, and aiming down sights isn't possible—weapons can 
only be hip-fired. With an exception for Salvador with his Down Not Out skill, 
Action Skilis aren't possible. A timer ticks down, the last thing separating a 
Vault Hunter from a dusty desert planet grave 


*, = Fam Ye FEY 





core a kill during Fight For Your Life, and you'll rise back to your feet 


) with Second Wind, rejuvenated by this brush with the end. Go-op partners 


can also rush to your side and revive you during Fight For Your Life: Maya 
equipped with the Res skill can use Phaselock to instantly revive dawned 


allies remotely 


if the Fight For Your Life timer ticks all the way down before a teammate can 
revive YOU OF Deore YOU Can score a kill thal activates Second Wind, then 
you'll be dead. A shame, $0 young. Your body will be discorporated, and a 
new body will be digistructed at the most recent Hyperion New-U station 
you've passed nearby in the current area. For the humble feat of bringing you 
back from the dead, Hyperion will garish about a tenth of your total funds. 
That might add up to a lot of money, but it’s a lot better than being dead, so 
don't complain too much 





BASICS] 


Second Wind 

it you get downed near any kind of plentiful weak enemies, * 

itke rakiks or skag pups, it should be easy fo score Second 1 Rang Dia = 

Wind—just ignore anything nastier (which probably includes * a ue 

whatever tore off the fast of your health), and gun down the yg — — : 
= “. 


poorest pron, 


ba 


(i you've started fo burn, corrode, of shock a weak enemy, gi FRG FOR Fina Lt? 

their exposure to an element counts as your Second Wind kill i . 

So, i! you're playing as Maya and sporting skills that afflict the 

whole battlefield with damage over time effects, like Flicker and Helios and Cloud Kill and so on, make an effort to Phaselock a group of baddins and spray gunfire 
into as many foes as possible i! your health is about to be totally drained. Some low-health loader you don't even realize you've corroded might be the key lo getting 
back on your feel. Similarly, when you're playing as Axion and the Sabre Turrel is ready for deployment, absolutely get thal thing out there, if you realize you're 
about to be downed—the turret’s kills will count for Axton, bul he can’t deploy il once he's already stuck in Fight For Your Life! 


You'll eventually be able to equip four weapons al once, so you can keep a gun equipped specifically lor Second Wind use. Keep in mind you won| have lo worry 
about splash damage from your own explosives. so you can do something on purpose thal would normally be foolish, lie swap to a rockel launcher and delonait 

it into a peon's skull al point-blank range. With aiming down sights off limits as your character uses one arm just in keep Irom collapsing, weapons like the Dahl 
line will be way less than ideal. However, olher weapons help surmount this disadvantage. like Bandil weapons wilh deep magazines and Hyperion weapons with 
stabilization under continued fire. And shotguns can obviously be good in downed situations as long as the enemies aren’! too fat away, since with no other weapon 
type does i| make less of a difference whether you can iron sight or nat 


Between your guns and your skill distribution, you can make pretty solid strategies for scoring Second Wind consistently, so you can play aggressively and skirt the 
edge all the time, Skills such as Maya's Immolate, Axton’s De or Die and his Last Ditch Effort, and Salvador's Down Wot ol boos! fighting prowess while downed, 
making it mach easier to score the kill needed to rise up with Second Wind. Beware thai having your health knocked back lo zero again too soon aller Second Wind 
results ina shorter Fight For Your Lite period before death, Keep gelling Second Wind and knocked down repeatedly, and the Fight For Your Lite timer will become so 
brief it will be impossible to get a kill in time to avoid death, 


THE PATH OF MOST RESISTANGE 


You wake up semi-conscious, being attended to by a funny littla talking robot. A man named Handsome Jack tried to kill you. You re not happy about it, and 
seeing the story through to the end (while picking up some sweet guns and leveling up your character along the way) will keap you well-occupied. Completing 
Barder NS & takes dozens of hours, even during Normal Mode (the first playthrough), and that's not even counting much of the game's 100+ optional 
missions on top of the main story 





Whether storyiine-related or optional, missions are obtained a few ways. You will receive many from characters embroiled in the main story, like Claptrap and 
Sir Hammerlock, Usually, you'll be tasked with | completing som é Objective; you'll go do it then you'll return to ihe mission giver for your reward and follow-up 
missions, Of course, sometimes the arrow of time has other ideas and things won't go exactly according to plan, but that's just the story of a Vaull hunters 
life on Pandora. it's said if you're flexible, it helps you stay young. Anyway, you'll also receive missions from bounty boards and trom ECHO Recorders located 
throughout the world. A complete breakdown of story missions is found in Our walkthrough, the Crimson Raiders’ “Path of Most Resistance.” Likewise, all 
optional missions are covered in the second hall of that chapter. 


Story Missi Opti | Missi 

From the very beginning, when Claptrap needs you to retrieve a crappy handgun Optional missions are abundant. These also offer up rewards, while taxing 
vith which to recover his eve, you'll be tasked with missions. There are story you off the beaten path and further into Pandoran bore, flora, and fauna 

missions, which deal with your servitude under Glaptrap, and subsequent events © Completing optional missions will also build toward Challenge completion 

involving the detestable but curiously dashing Handsome Jack and his Hyperion §«—-_and the unlocking of certain Trophies and Achievements. Optional missions 





Corporation. Completing story missions will further your progress toward the are a great way to farm XP and items, and to get to know more of the, shall 
game's anding. You'll also recelve rewards in the form of money, experience we Say, eccentric characters out and about 
points, and material inducements like equipment and Eridium 








Too ll always receive XP and money for completing missions. You'll almost always also gain something material out of ii—some piece of equipment, or al leas 
some Eridium to build toward more storage deck upgrades. You can tell what sort of material rewards 2 mission offers upon completion by the little icons dis played 
of the mission card in tha menu 










Happily, you ll be able to fit rewards even into a fully stuffed Backpack, although you'll need to sort your inventory down to normal levels ai some point in order to 
pick anyihing alse wp. 






You'll have a choice of reward aller certain missions. For come of (hese 








missions, the reward granter will simply offer you a choice between two 
items on the spol; on other missions, different characters will vie for the 
spoils of your labor over your ECHO Recorder, and you'll make the choice 
abou! whal reward you'd like by which of the characlers you speak to 
first. Be conscious that you're making the choice simply by speaking fo 
one of the competing reward givers! 








Mission rewards are offen unique, and they'll wewally be pretty strong for missions you complete thal are ahead of or around your current level, (The same unique 
mission reward might differ mildly in stats and parameters (rom playthrough to playthrowgh and differ drastically tram an initial run to Tre Vault Hunter Mode, but 
the general purpose will he the same, and it will exist perhaps nowhere else.) Completing missions listed as trivial will yield rewards simitar to killing enemies 

several levels under you—anyihing you gel is unlikely to be usalul outside of its value when vended 






















TRUE VAULT Z ROP ission’s details laces it ina lit that sorts 
HUNTER MODE ) Te ~~ th )§ ShOnS iT yO nutieve them. But note that 
Comeletina Borderlands 2 ance uniocks Thus i=, VS! Ou ignore during Normal Mode will still be sorted in the ignored 
Vault Hunter Made hich works fe o second ault Hunter Mode continuation, so you'll need to mov 
playthrough did in the first Barderlands—you start over but sitet ae 
keep your levels ond equipment whie the game becomes more 
difficult, with harder enemies and plenty of new enemies entirely, 
Now, youll have some fomiliority with most of the game, just 
in time for the enemies to really ramp up their ottocks and 
resourcefulness. The weapons youl find ual be extra nasty to d out ang 
match the Ultimate Bodasses that will be capable of knocking the gal much taller thar | 
you inte and right past that Second lind chance faster than you experience, but you ll still get into the w 
con croak, “When Grandma burps, Patrick obeys.” PO-Op. and you ll watch the lovely ways 

Cac Yared Ie 

SOF beautiful, ch 
ome. Enamy health and damage 

join a Co-op game. The XP and loot rewards scale upward 








trade itams with your friends 
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True iil Ain ter icc 





Hewes! Mencle 


Cancel 


EXECUTIVE ASSISTANT 








For the purpe 


In oddrtian to new ond more difficult foes, enemies ore harder multipliers are twe ; —p “which are just any reoular 
during True Voult, Hunter Mode simply by virtue of having and Aa which inclu rything with a name that starts with 
multiphers added to their health and their damage output (which some | if ¢ alsi 

ore listed just ahead). True Vault Hunter Mode baddies live 
longer ond hit harder than their Normal Mode versions, whether 
theyre new and/or improved enemies or simply renamed. 


Completing the game again during True Vault Hunter Mode has 
further benefits... 


CLAPTRAP'S GUIDE TO MINIONING 
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LL TAKE MINE MEDIUM-RARE 


You con tell how rare a piece of equipment is by the color of its name, White items are common, and orange items are damn near nonexistent. 
that's why they're referred ta as legendary, after all. In between there are three ather grades, with a wide spectrum of usefulness and value. 
Rarer tems are made with finer parts and come with features that more common weapons and items simply don't. This makes it more likely 
that rarer items will be better, of course, but that's not quaranteed—even within the same rarity grade. there's a big. variable gulf between the 
best and worst gun possible. For example, a really good white, common rarity weapon can still be better than a mediocre blue or purple rarity 
Weapon, So rarity isn't the only metric for determining performance; it’s just the most obvious at first glance. 


Item Rarity Grades 
COLOR 


For much more on rarity, weapons, and items. check out the Marcus Munitions Monthly section of this book. 


White and green rarity items desappear after o time. ond loot chests and containers reset themselves after each 
distinct play session (where you quit olf the way out to the menu). Bive rarity items or better do not disappear from 
the world as quickly as white and green rarity items, and will disappear if you pawn them at a vending machine and 


then let some time poss. Bevery rare-E-tach | 
Legendary 





You'll find stuff all over the place, and not all of it is good, Some of it is crap, actually. It you pick something up and you know for certain it's no good for any 
of your characters, you can flag it as garbage so it’s easy to find in your inventory and sell the next time you visit a vending machine. Selling weapons you 
dont want is perhaps the most lucrative source of revenue in Borderlands 2 


Sometimes, grenades and guns you scoop up will be obviously useless beyond their utility as 
Sales batt, too far behind in level or raw damage to be-wsetul. But if an item’s stals are even on the 
margin of acceptable for your level and your foes, then it’s worth taking any new weapon out for a 
lest Spin... i notin actual combat, then at least looking over the gun with the inventory’s Inspect 
feature and test firing the weapon, There are possible bullet and firearm behaviors that are NOT 
expressed on the stat card for the weapon/grenade, and you'll just never know what you're missing 
Out on if you don’t at least check! 















~ JOSH OLSON, 


Dolla Dolla Bills, Y'all 


Money makes the world go ‘round as surely on Pandora as elsewhere in the 
Six galaxies. You'll find money everywhere—off things you kill; inside any 
pile, box, locker, and chest that can be opened: and as a reward for missions 


You'll chase paper mainly so you can buy doses of Health 
Now! from Zed’s Meds vending machines, and so you can 
ré-up On ammo and snag choice weapons at Ammo Dump 
and Gun vendors. It's very rare, but it's possible for orange 
rarity legendary gear to show up for sale ina vending 
machine, $0 it's always worth your while to at least take a 
gander al the current Inventory of the machines you pass! 
It you feel like rolling the dice for weaponry, you can also 
roll the bones by playing Moxxi’s slots (the slot machines, 
perv), or by tipping generously 


Youll also inevitably spend some money on digital New-U 
reconstruction when you die, (And you are going to die. 

Yes, you.) This is automatic, so at least on Pandora, you 
have essentially the best medical insurance possible. New-U 
reconstruction isa percentage of your total funds, so don't 
worry about not having the scratch. Don't spend too much 
time thinking about how your reconstructed self is only an 
indistinguishable copy of your dead self and not the exact 
Same organism. Whal is self, anyway’? 


Finally, you'll have to spend a little cheese when respecing 
Skill points, but the nominal fee is a small price to pay for 
the flexibility of redoing your build as needed, 
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Skins 


At the outset, every character starts with several faces and body skins to mix 
and match in order to produce your own beautiful Vault Hunting snowflake 
Ditto Scooter’s Catch-A-Ride vehicles, once you have access to them 
(SPOILER ALERT: there are vehicles in Borderlands 2. Sorry!) But on top of 
all the other stuff you'll find, you'll also uncover new looks for each of these 
aspects of player characters, 





of more exclusive than vehicle skins. Tifee are rewards 
4 TATE OOD Tom ary Hag 155 eemry in {ihe gale a One 
and final tier of the Chalkenge “...t0 pay the bells,” 
5 focused on Acti¢ a. Finally, Several heads are low probability drops 


foo err me i aoe? haddect hneoee a raroct Jaac 
from some of the game's baddest bosses and rarest es 


Heads: Character heads are a 
for optional missions. One is 

15 acQuired by sesbacael 7 the tein 
n Skill ws 





vi * iC r 





Player skimg: Like the vehicle skins, there are tots more character skins than adartional 
heads. Eight skins come from completing optional missions. Thirty-three are agquired 
from completing various Challenges. The eight manutacturer-branded skins are found 
) Skins y be won from slot machines. And 


(rarely) in vending machines. Tv can on 


finally, 14 Skins are general enemy crops 
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Vehicle skins: ‘Youll snag more looks lor wari 
sedi io open wo. nofloot chests and loot canta ners! 


ig enemies and Searching loot 
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Vehicle skins are stricthy bandit-scavenped in thes way. Pimp your ride! 
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UJ nique items 


Uniqua items are distinguished from the common Pool of weapons and 
equipment that are simply the result of the characteristics of their manulacturer 
and components. These items are specially crafted to behave differently than 
just any other item. Weapons may have abnormal bullet behavior or a peculiar 
reload, and shields and grenades can Nave their quirks, too. 





Unique tems have red text on their stat card that reterances the inspiration of 
the unique item or hints at its function, Check out unique items in the viewer 
by pressing in the right stick $0 you can get a good look al the special decals 
and designs emblazoned on the rare pieces, 


Uniques are obtained in a variety of ways. Although they aren't randomly 
generated like the common pool of things, theyll have some variability, 
as some of their components are still random, So it's possible to hunt for 
a better version of a unique weapon if it comes from Something you can 
perform repeatedly, like hunting one monster. I it Comes trom a Mission, you 
wont have the same ease of taking more cracks al the same item, though 
you'll have another chance at the same mission and a better version of the 
Same item during True 
Vault Hunter Mode. You 
Can also join an onlina 
host in any mission 
they re undergoing, 
including any you've 
already competed 
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Lege ndart y [tems 


Taking it one step further, Fives sta are colored orange and 
considered legendary. Legendary items are extramely rare—you might make 
it through your entire first playthrough sconng only two or three. Within the 
common pool of drops from any given enemy, chest, or vending machine 
lagendary items are very scarce, In other words, you re very uniikely {0 get 
an Ofange item just 
| anywhere, though itis 
possible. Bul legendary 
NeapONS always have a 
me monster or a particular 
| category of monster 
from which they'll drop 
al a much higher rate 
around one in 20 
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Rare means rare. You're not likely to pile on the Orange-Colored orops, $0 
cherish the ones you do get. Even if it’s not a weapon type you normal y like, 


i [tir 
a ‘z am is ‘ a. ' eg or il 
give legendaries a try: they'll surprise you. And if you're not going to lise a “iy | {i a 
en, 
| 


legendary-—whether it really does underwhelm you or you simply level up 
beyond its window of usefulness, consider tossing it into Claptrap's secret 
stash for another one of your characters, or trading it with a friend. Perhaps | 
even duel a inend, with orange items like Pandoran pink slips on the line. [waco “| ) 
Just cont pawn off orange ranty goodies if you can help it re ALLL ——— f 


| 


The opportunity to re-roll unique weapons and fo do nuns for lagendaries is 
the main reason most bosses will respawn if you revisit their battleground 
later on in the story. Sure, you killed them already, but Pandora won't hold 
that against them—most of them will be back for the farming. (Well. Not 
nght away atter the first time you kill them. But come back iater.) Some 
bosses also drop unique player customization heads and skins in addition to unique and legendary weapons, so there's additional reason to hunt them down 
again beyond the promise of a better unique gun, or an orange rarity trinket...or just good XP and a fun fight. 





But once you've drastically outleveled any boss 

ITH De pust ike fighting outleveled peons, unless 
YOu re just going for the skins at that point—the 
overmatched Doss will be no real challenge, and the 
rewards are less likely to be valuable relative to your 


current bevel 


There are a /of of unique and legendary weapons— 
of procedurally generated weapon 


COomminations didn't must, Barderands 2 would still 


r 


even it the millions 





nave More weapons than any Quer (arrhe 11Ke it, Ane 
many are covered in the Marcus Munitions Monthly 


section of this book! 
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XP and Leveling 


Experience points are earned from friendly enemy kills (meaning kills 
you eam, wills your teammates eam, or kills earned by enemias currently Clapiraes Pace 
Under allied control, as with Maya's Thoughtlock), mission completion, | 
and location discovery, Getting more XP naturally increases your level 
Increasing your level is he most direct way to become more powertul 
The game's whole damage calculation starts by asking, “What is the 
player character's level relative to the enemy target's level?” Better 
WEAPONS and equipment aso have minimum level restrictions. And just 
a5 Important as the raw, innate damage increases based on leveling, getting levels means getting more skill points 
and consaquently more skills 









The rewards you receive are based on level, too Taking on enemies and missions of a higher level than you 
garners more XP and better item rewards (provided you actually succeed in the above-average challenge). Taking 
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Skills to Pay the Etc. 
As you kill enemies and complete missions on Pandora, you'll earn XP and 
thus progress toward leveling up. Starting with level 5, you'll earn a single 
skill point for each new level. This first skill point at level 5 can only be 

spent unlocking your character's Action Skill, so in effect, getting level 5 is 
more like unlocking your Action Skill to start rather than unlocking your first 
Skill point, which you 
can't actually assign 

aS desired. However, 

it's difficull to imagine 
what could be more 
important than wntocking 
your Action Skill as 
s00n as possible. This 
astonishing, unique 
ability can be used 
frequently, and it will 
come to define your approach to combal. After thal, hough, you can choose 
how to spend every skill point you eam, all the way to level 50 for a total of 
45 freely spendable points. 





Fach character has three skill trees into which points can be dumped, which 
gradually unlocks more skills for purchase further down the tree. At first, after 
acquiring the level 5 Action Skill, you'll only be able to spend skill points in the 
yary first tier of skills in each tree. The second tier of skills is unlocked once at 
least tive points 
are spent in ter 
one: the third 
ter of Skills is 
unlocked once 
at least 10 

| points are spent 
in tiers one and 
two; and so on 
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MO’ SKILL POINTS, MO’ PROBLEMS* 


In the original Borderlands, you unlocked the next tier of skills 

by spending at least five points in the skill teer right before, so in 
order to buy tier three skills, you had to hove spent at least five 
paints in tier one ond five points in tier two, within the some tree. 

In Borderlands 2. you still need to build down the same tree. but you 
don't have to put points into every tier. Putting 10 skill points in 
tier one of o tree will unlock the ability to purchase tier three skills 
just the some as if you ploced five points into tier one and five 
more points into tier two. This makes the Borderlands c trees more 
flexible for customizing your voult hunter than in Borderlands! 


FEWER BANDITS 10 GO AROUND 


Kill skills, those that engage o brief bonus when you kill an enemy, 
ore less valuable during co-op ploy than when youre on your own, 
It's just notural thot during o four-ployer game youre going to 

get o lower percentoge of killshots than when youre on your own, 
getting every single one. If you're in o full game. consider respecing 
oway from kill skills toward constant passive skills. 


~ KIRSTEN KAHLER, 
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Most skills confer statistical butts under specific parameters, such as for a short period after damaging or killing an enemy, when shields are fully depleted, or 


when your Action Skill is used, Investing more skill points into a particular skill amplifies this bonus, and these skills can be increased up to five times, These 
bonuses are passive—that is, they don't require your attention, They'll happen when they happen 


Some skills grant unique, game-changing abilities known as gamechangers 
Clever, indeed! They can also be called one-point-wonders, as they only 
require one skill point to make a significant difference in your characters 
capabilities, rather than needing five skill points for a gradual, subthe 
increase. One gamechanger is found midway through each Skill tree tor each 
character in the third tier of skills: Axton and Salvador both have additional 
gamechangers in the fourth tier of two of their skill trees. 


The last skill in a trae is the capstone—the culmination of that skill tree's 
strengths and bonuses. The capstone is always a very powerful ability that 
really enhances your power, whether solo or ina group, However, you I! only 
bé able to afford one at a time. 
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Build with a Purpose 

The skill trees in Bovdertangs 2 are arranged to make you make decisions aboul your playstyle. You can'l be a generalist—there just aren't enough skill points to 

90 around, even af level $0, Instead, you'll want to bore down and focus on the essence of how you want to play. It you want to focus on using a particular type af 
weapon, oon crowd control, or on healing allies, or crowd damage, or single targel damage, or critical damage, and so on, these preferences should dictate whare 
you spend your skill points 


I's therefore important to decide which gamechangers and capstone skill you want, more so than worrying about which passive statistical buffs to take with you 


You won't have accrued enough skill points tor a while 19 make an impactiu! pointed build. You can start making builds thal greatly enhance your character once you 
have enough levels under your bell to start eaming the gamechanging skills in the third tier (fourth, too, for Axton and Salvador) and the capstone skills af the end ol 
Bach skill tree in the sinth Wer. 


You can also tind class mods and Relics thal enhance your chosen skills even further. I! lends to be much better to posh two or three specilic goals to their highes! 
height rather than spreading oul points among many more lower-tier skills. Initially, you'll kind of have to, as builds can't really be fleshed oul yel and raw 
survivability is the most important thing, whether solo or co-op. But once enough skill points, Badass Tokens, and purposelul equipment are acquired to really hone a 
build to a sharp point, go ahead and do so, 
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Hemember that between the Bank and Claptrap’s secral stash for slorage and the relatively low cost of 
respecing skill points, there's no reason nol to experiment for fun, adapting your build fo a particular 

| area or mission, or to adop! a specific party role (like healer, damage, crowd control, tank, decoy, afc.) 
Being flexible with your build and even having several planned oul gives lool a whole new dimension— 
you'll find guas and equipment that don'l benefit your current character and build bul WOULD benefit 
another of your characters (so stash ‘em!) or even one of your co-op friends (so trade ‘em!) 





Gamechangers and Capstones at a Glance 


For specifics on the characters themselves and their complete skillsets, check out the Hyparion’s Mos! Wanted section of this book 


Axton’s Gomechangers and Capstones 


Salvador's Gamechangers and Capstones 
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Maya's Gamechangers and Capstones 
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rE See the story through to the end and be at the game once and you'll be able to access True Vault Hunter 
13,71 | 0 | Mode thereafter. This starts the game over but retains your lavel skills, and equipment. As with your first 
i | 21 playthrough, areas will be scaled to your level the first time you enter them, so right from the start, you'll 
fi) E i be Bere earn gs in Southarn She ait crabalily aommewhere in the renee of levels 30 t0 35 depending 
che 5 id on how much XP you carried over from Normal Mode 
4 
= Enemies in True Vault 
“ Hunter Mode are usually 
4 renamed and often look 
—T os different than their normal 
7 ‘3 : counterparts, and they are 
F z always Narder—a Multiplier 
1" ennances both enemy health 
ait 3 and enemy damage output 
1 4 entirely new monsters wil 
Gate : threaten you with scarier 
29 ‘ attacks than those contained 
2 in 2 normal playthrough 
= and Badass variants are 
* ‘cae: ent, sturdier, and 
: raster than just your regular Od Normal Mode Badass. This is not to say that those Badass guys in Normal 
= . Mode aren't still very mean: they're just not quite this mean. Still dafinitaty ities | though. Just not quite 
oF a as Badass 
1B d4 
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ah Sh | 423 Of course, harder enemies and more Badasses to kill equals phatter lewts You'll gat guns so good in True 
Vault Hunter Mode and be so happy that you won't know do with yourself. And the outrageous 
power and féatures of high-level guns will be just in time to take on the toughest versions of Pandoran 


(anizens 
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HYPERIONS 


So, five years ago, four foolish but powerful mercenaries came to Pandora to find her fabled Vault and claim all the riches inside. 
Roland the Solider, Lilith the Siren, Mordecai the Hunter, and Brick the... Brick became the first “Vault Hunters” when they apened 
the Vault and found... heh... the largest and angriest known cephalopod. While missing all the incredibly valuable Eridium! Ha. 
Anyway, the poor dopes shrugged their shoulders and went their separate ways. Or they wouldve, if that Roland dick didn't band 
them together against yours truly. 


But we have other problems. Since we dug up thot info on the new Vault, someone here leaked it to the common rabble. Now 
we've got all these new Vault Hunters lurking oround, and I am not going to let them take this Vault from me! While most of these 
mercs are easy enough to dispose of with o bullet to the brain pan, four rise above the flotsam. Between their, well, impressive 
combat skill and irritating survivability, they may even surpass the original Vault Hunters. Which is the last thing I need right now. 
So, I want you to go out there and take care of them. And remember, if you can't kill them ond don't at least die trying, I'll kill you 
myself. Happy hunting} 


- Handsome Jack 














/ Your first skill point is earned al level 5, and another point follows for every level thereatter, 
Bit. | $0 thal youll have earned 46 points by level 50. The first point is. spent unlocking the Action 
Skill for your character, so only 45 points are freely spendable among skill tree choices. More 
} On gaining and spending skill points to work your way up the skill trees is found in Claptrap’s 
Guide to Minioning; this section is focused on the characters and skills, specifically. 





The Action Skill is the raison d étre of each character, and it’s the starkest and most obvious differentiation between their abilities on the battlefield, You won't 
be sparing your Action Skill and holding it in reserve, either, bul rather you'll be using your Action Skill almost every time cooldown is over and it’s ready to go 
again. Thus, considerations of aesthetics aside, much (or even most) of the decision about which character to play comes down to answering the question: 
which Action Skill do! want to use? The next question involves how to use it, a$ each Action Skill can be used for different purposes entirely depending on 
how skills. are arranged. 


if Bordertands 7, (he chil! ees prowide prealer variely within each character. You can really adapt them to your particular play 


~—" - Like (he Urs? Borderlands, | enjoy playing every character, I's almost fie an entirely different game with each character With 
fo’ siyle, | recommend trying @ character you mpateter ! normtally play; you might be surprised how fun ani different each feels, 


JOHN ANDERSON, 


Skills themselves are the building blocks that differentiate the performance of, 
say, your Axton, Maya, Salvador, and Zero from the Axtons, Mayas, Salvadors, 
and Zeros you'll find amongst your meatworld trends offline and your 
cyberspace friends online. (Appearances are differentiated by heads and skins, 
which are earned in various ways detailed toward the end of Claptrap’s 

Guide to Minioning, and by your equipment, which is detailed in Marcus 
Munitions Monthly.) 


The more skill points you earn, the more pointed your build can become. Early 
on, when you're only sitting on single digit skill points and probably won't have 
more than two or three skills, with none of them capped, their boosts won't be 
Obvious, Bul later on, once you've capped some skills and unlocked some one- 
point-wonder skills that immediately conter a game-changing benefit for only 
one skill point, you'll see how both flexible and pointed a build can become, 


The introduction of one-point-wonder skills especially means thal even the 
same character can feel like three or more characters in ona, depending on 
how your skills and gear are specced thal moment. Don't hesitate to use Quick 
Change stations to zero oul your spent skill points and respec al a whim— 

the cost is negligible compared to the convenience and utility of swapping 
entire builds easily. And if you pick a build well-suited for a given situation so 
that you're saved even one likely New-U 

station visit, than that respec paid for 4 ian 

itsait in full . 


Players will notice a signiticant difference in ditficuilly 
that trigger off of damage laken. shooting apponents (nel 
consistently benelicin! during Troe Vou!t Homer Mode. 
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jerk should've been dead. Official Dahl PMC reports say he was scheduled 
for summary execution, but he disappeared. Somehow, he managed to escape the firing squad by | 
stealing one of Dahl's transports. Now he's here on Pandora - presumably to lay low, since Dahl isn't 
exactly forgiving when you make them look like chumps. Though ‘laying low’ is relative, since Axton's 
abit of a showboat—he just loves combat and adores letting his enemies know how much better he 
is than them, You know, if he wasn't being such a pain in my ass, I might actually like this guy. 


AS THE COMMANDL... 
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Okay, this Sergeant Axton 


» HYPERION'S MOST WANTED 


HY PERION 


The forret is awesome! With sp many options fp upprade and modity it with the three available skill trees, the turret becomes 
your bes! friend, ff alse hates into the wors! nighimare for everything alse on the planet of Pandora! 


mm \ 
‘Go Ne 
bug © ogee 


at 
* 1 
Wh, ioe 





oe - 


COMMANDO SKILL TREES 





Axton’s green skill tree is mostly based around strengthening his Action Skill, the Dahl Sabre Turret. Axton’s Action Skill involves a deployable, and there are 
lots of ways to tailor it to your preference or to a specific situation, Butting your Sabre Turret almost always involves going al least hallway up the Guerrilla 
iree $0 you can obtain the Sentry, Laser Sight, and Scorched Earth skills. This results in a Sabre Turret that fires more ammo, and more accurately, with rocket 
salvos to boot, After that, if you're just going for the best possible Sabre Turret, you can continue to the Guerrilla capstone Skill for a Slag-capable turret, of 
trudge up the Survival tree so you can deploy two Sabre Turrets at once, each with Phalanx Shields! 


Apart from enhancing the Sabre Turret, there are also a few general performance boosts for Axton, Most noteworthy are the Willing skill, which grants 
gigantic boosts to shield recharge performance, and Onslaught, perhaps the most appealing kill skill in the game. (When capped, +20% gun damage and 
+60% movement speed after a kill? Potentially more than doubled through the right Relic? Sure, that sounds all right.) 


Scorched Earth affixes a rockel pod to the Sabre Turret, and every Nurry thereafter trom thal turret gets accompanied by a rockel barrage, This greatly 
adds to the punch of the Sabre Turret, as you might imagine. The rockets deal Explosive damage, so Ihey'll pack a little more punch than the Sabre Turre! 
bullets, and they'll outright git small, chump targets. I's honestly hard to imagine an Aston build thal doesn? include Scorched Earth 


The capper for the Guerrilla tree adds another barrel (0 Axton's Dahl Sabre Turret, That's not all it does, though—il also equips Golf barrels with Stag 
rounds, So now, you'll have a double-barreled turret with lots of performance bonuzes from skills, which happens to Slag enemies, Mus dealing doubled 
Explosive damage fo them with the Scorched Earth rockets if is also firing. (You picked up Scorched Earth along the way, right? Of course you did.) ft might 
not have as cool a name as “Gemini,” bul is (his a very serious upgrade lor your turrel and probably pound-for-pound Anton's best skill point spent alter the 
burret itself? You het it is. 
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Building up Axton’s blue Gunpowder tree lats you anhance combat in general, while also making Sabre Turret deployment more flexible. Eventually, the Sabre 
Turret can basically become a Longbow nuke that happens to also drop a turret! Picking the Steady skill and the tier four gamechanger Do Or Die also lets 
Axton users focus on rocket launcher and grenade damage, if desired. (The Grenadier skill in the Guerrilla ree can enhance this end, as well.) 


Hf you're interested in kill skills, Metal Storm pairs magnificently with other Axton kill skills like Onslaught. The Ranger skill, the last you'll have access to belore 
the capstone, ts like a free swatch of Badass Tokens—you get subtle bonuses to a lot of things, rather than focused bonuses on two or three categories 


And note that the Battlefront skill, located in the third tier of the Gunpowder tree, grants combat butts to all damage types for Axfon while his turret is 
deployed. In combal, the turret is more likely to be deployed than not, $0 this is no small benefit. 
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 Gomechanger: Longbow Turret 
| This one-point-wonder shill does what il sounds like—il oulfits the Sabre Turret with a Longbow delivery system. So it's essentially going to end wp where 
| the aiming relicle is pointing, a il immediately warps in a straight! line after you loss it, Longbow pairs nicely with Gunpowder's capsione, Nuke, to allow 
you to target preposterous explosions with laser precision, but it really comes into its own when you pair it with Mag-Lock, which is found in the Survival 
) « tree—between the deployment range of Longbow and the slicky fealure of Mag-Lock, you can suddenty deploy your turrel anywhere. It's like having 
| another soldier on the field, anywhere on the field. 


it goes without saying thal grenades can be stupendously powertul, With Do or Die, you can use grenades during Fight For Your Lite, which can be quite 
sustaining in chaotic battles. Throwing a grenade or even two or three is quick and non-committal, taking up minimal time belore you can start shooting al 
| the weakes! nearby target you can lind, Grenades with Singularity or Homing capability do a fol of work for you. Set off a Singularity right near your dying 
body, then gel a shotgun or rocket launcher ready to set off into the tangle of converging bodies you've generated! The marginal cost of chucking your 
grenade reserves when you fall in order to help gat back up is miniscule compared to the cost of resurrecting al the nearest New-U station. 


Capstone: Nuke 


The Sabre Turret, when il deploys, will couse a nuclear blast. Seriously. ll goes without saying that this is damaging to creatures near the blast, because 
probably the only thing that could be next to a nuclear explosion withoul being terribly damaged is another nuclear explosion. There's a good reason why } 
Longbow Turret is another skill in this same lree—il can be problematic deploying a Sabre Turret simply by underhand-lossing il when it is going to create 
a nuclear blast. $0 be carelul, and aim those tosses with some lolt—or pick Longbow. 


Gamechanger: Do or Die 
| 


















Of Anton's capstone skills, all of which dramatically alter the Sabre Turret in some way, this is the most direct, You can suddenly just think of the Sabre 
Turret a3 a really, really powertul Bouncing Betty grenade thal you get to throw abou! once a minute: it explodes ferociously, and then a bullet-spamming 
kill pillar emerges from the mushroom cloud, You don't gel a Slagging second barrel or a second turret entirely to deploy as with Double Up or Gemini, but 

you do gel to nuke things 
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COMMANDO SKILL TREES 





The rightmost red skill tree of Axton’s does pretty much what the title says—it increases Axton’s survivability. There are various skills here that help Axton 
Stay alive, and this is also the tree that allows you to add Phalanx Shields, bubbles that enemy projectiles cannot penetrate, to the Sabre Turret. The Guerrilla 
Skill tree has the skills of both Willing and Able, which dovetail nicety with the purpose of the Survival tree. Last Ditch Effort grants big bonuses to Axton 
during Fight For Your Life, especially to movement speed, which is normally quite sluggish while bleeding out. (Though it's still an improvement over the first 
Borderlands, where you couldn't crawl at all!) And Grit grants a chance for Axton to not only ignore a killing blow entirely, but also gain back half his health 
while doing so! Talk about a saving throw 


Upon deployment, the Sabre Turret will surround itselt with an energetic bubble shield that repels incoming enemy fire. Friendlies can fire outwand trom 
within the bubble, though. Arton’s Sabre Turret is superior to Roland's old Athas Scorpio in most ways, bul ane thing Roland's Scorpio had that the Sabre 
lacks was a small shield thal provided cover for nearby Vaull Hunters. The stock Sabre Turret offers no such benelil. The Phalane Shield bestows thal 
functionality for those who'd prefer to bunker down with their turret. And it should be obvious that if you nish to revive a downed ally and the Sabre Turret is 
ready lo go, you should deploy il sach al thé bubble proiects you and the pares you're reviving as you raise Ihem up 


As Longbow Turret places Longbow tech into the Sabre Turrel, so too does Mag-Lock outfit it with Sticky tech, Withoul Mag-Lock, the Sabre Turrel will 
bounce off of surtaces thal are vertical or too sharply sloped, lalling 1 flat ground to daploy. With Mag-Lock, the Sabre Torrel can deploy itsell in almost 
any position, on almost any surtace. This is obviously more usetul with Longbow than without; Longbow Turret plus Mag-Lock simply gives you much more 
flexibility with Sabre Turret deployment, whereas i! you only have Mag-Lock, then you'll still be able to affix the turret to walls and ceilings and whatnot, 
bul only so far away as you can manually toss il 


It's like having ‘wo olher soldiers on the field, Atter you deploy ihe Sabre Turret, pou can deploy another one, The lurrets will both represent your skills—il 
you have Scorched Earth, then both turrets will have rocket pods. (!!) !! you have Phalanx Shield, then both turrets will have bubble shields. And il you have 
Mag-Lock and Longbow Turret, then both turrets are remole-deploying sentries that can stick almost anywhere. Compared against the Guerrilla capstone of 
Double Up, with Gemini, you end up with the same amount of barrels, and while they're sadly nol Slag-equipped, you can deploy them in different places. 
And it you have Scorched Earth, then both of the turrets will have rockets, so thal's one advantage over Double Up, I also gives enemies two extra targets 
lo worry aboul rather than jusi one. 
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SOLO PLAY 


Kill skills are naturally more valuable during solo play, where you'll score just about every kill yoursell, and Axton has some of the very best. Snagging all 
three of his kill skills (Onstaught in Guerrilla tree, Metal Storm in Gunpowder tree, Quick Charge in Survival tree) will activate shield regeneration tor a short 
time and also temporarily boost gun damage, movement speed, fire rate, and recoil reduction. Not bad for something that happens every single time you or 
your turret kil! something. Though this applies just as much to co-operative play, you should also constantly think about building toward Battlefront. That's 
another passive skill that will be active whenever your Sabre Turret is up; again, most of the time 


For self-sustaining health, Preparation in the Survival tree allows you to replenish HP over time during breathers, as long as your shield is full. The Pressure 
skill in the Survival tree can enhance the already sizable shield benefit conferred by Willing in the Guerrilla tree—belween those skills and a solid, low-delay 
high-rechange rate shield, you can end up with a shield that starts recharging almost immediately aftar you take any shield damage at all! Refilling to full can 
be as easy as getting behind cover for just a couple of senonds... or inside a Phalanx Shield bubble. 


it you pick up the Grenadier skill in Guerrilla tree, Axton can carry more grenades than anyone else. This means you can also carry more Transtusion grenades 
than anyone else; good sell-prescribed medicine, and a decent healing solution if you choose to forgo the Survival tree. Getting in a tight spot with your health 
situation and your shield down may just mean dropping the turret f possible, then pitching some (preferably Homing) Transfusion grenades in the general 
direction of all the rowdies on your case, then turning tail and scooting off to wait tor the HP reaping to come 


And in general, if you fear you're about to go down, remember to drop the turret if i's ready, even if it's the last thing you do. The turret won't disappear just 
because you've entered Fight For Your Life, and having it out when there's any quantity of enemies on the field almost assures Second Wind. If you happan 

to have Phalanx Shield, it may even guard you from fierce damage that quickens the deathclock when you're downed. Then, a5 you rise from Second Wind 
it's natural to stay in the confines of the shield to get a breather. And several skills make Fight For Your Life easier to emerge from successtully, too—Do or 
Die and Last Ditch Effort boost capabilities while downed, and Grit gives you a chance to avove Avling blows entirely, actually gaining half health back from the 
rush of almost dying when it works! 


Intelligence from Psycho Testers Quarantined within the Wildlife Exploitation Preserve 
Fed Slag and forced to fill out Trouble Tickets in perpetuity for the good of all Pandora. 
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CO- OPERATIVE PLAY 


Ty teammate will gracious ly aporeciate the distraction the Sabre Turret provides. So if there's 
ical going on i bn as Mu jossible. You can approach this in one of 


calms down to refund yourself some co oldown time Ory you can drop t the turret 
most likely to Denetit your teammates, whether by joining forces with their fire or 
self, snaking around the fringe of the b 
your comrades. Unlike Roland, Axto 
Maya's domain. 


When you have enough levels built up to get Double Up tor your Sabre Turret 

expected to do $0, This is ecially true during True Vault Hunter Mode, or if no.one else is on 

some sort of Slag duty (like a Scorn or Ruin build Maya, or wador who is always wielding a 
slag weapon in one hand, or another Double Up-using Axton} 


lf Slag is a bad care of reliably, you may cons aden di i 


Caan Sitieateo 
slaughterhouses lik noth Cauldron nina chaotic tc jt 
ayer game, you can set up two separ eided rally points 
in different plac a6 rom grouping up too much 
against you, 


HM fon gel ines three inl shale qoneng 
you Decore 2 fer onsiopowive doll 
machine ttt frais like it wang fitted oul of 
Quake 3 Arena 


(A TESTER 
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Q Siren? Really? What is it with Sirens 


and Vault Hunting? Anyway, this one, Maya, hails from the 
ignorant locals worshipped her like a goddess. All this 

dom, and she rebelled against the monastic order that 
shot the head monk straight in the face. Ouch, 50 
powers. And melt faces with her 


lush, verdant world of Athenas, where the 
adoration came at the price of severe bore 
sheltered her. This “disagreement ended when she 
now Maya's an Pandora looking to understand more about her Siren 


mind. And, of course, annoy the crap out of me. 


al 
Wert || 


| 

i) | 
| 
Mil 





‘ a ll ae si 
tj Naa ead ' ul ; 





- AYPERION 





Maya's brain, or body, or spirit, or whatever | ls that generates power 
for Sirens has a diftereat interpretation of warping the Phase field. 
Center a foe in the raticle and activate Phasalock, and Maya beckons 
at them with her hand outstretched palm-ip, As she raises har hand 
up skyward, $0 too are they hoisted off the ground and suspended, 
incapable of motion. An enemy suspended by Phasalock is utterly 
insttactual-—they can't resist, break free, counterattack, or defend 
themselves, They ara in'stasts, totally vulnerable to anything you choose 
to.do. You can use Phaselock to remove the toughest enamy from the 
battlefield so you can focus on underlings without worry af the biggest 
addy stomping on you, or you cari Phaselock the toughest target so 
you can pepper away at them without any fear of reprisal until they drop 
free of Phaselock: 


Skills can-modity Phaselock in several ways, from atiding the Singularity 
function of grenades with Converge, to lighting on fire the Phaselock 
target and anyone around him, to several other functions. Phaselock is 
essentially a customizable instant Longbow Singularity grenade you get 
to use about four times a minute! It can be tailored to replenish health, 
to bulf Maya for its duration, to control crowds, to deal scalding status 
etlect damage, and finally to control crowds wile dealing scalding 
Staius effect damage. And: by adding ihe Res skill, it also turns Maya 
into the default white mage for the party, giving her the ability to revive 
Gowned tangs trom far away, 


Phaseiock tas the shortest cooldown of any Action Skill, recharging 

in only 13 seconds. Of curse, you can shrink this lower still through 
equipment and skills. Phaselock hits diminishing ratums if you reapply it 
to the Sarme target, but this should only become an issue against Super 
Badasses or better; few other things can last that long, if you're actually 
trying to kill them, But some targets are too bulky or powerful to litt 

with Phaseiock. You cannot, for example, Phaselock and lift a Hyperion 
Constructor, Instead, the few hostiles stout enough to avoid being 
constricted take really heavy damage all at ance. And that’s it Phasalock 
I just over IT you have skills like Helos and Ruin, those area-ot-attect 
explosive splashes still happen, centered around where Phaselock 
Struck. (This means that Phagelock can remain incredibly potent even 

in situations where it can hardly lift anything, like against very serious 
thresher swarms,) But there's no suspension period or anything, and 
cooldown restarts right away, 
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SIREN SKILL TREES et 


Motion is a tree that allows you to basically redesign Maya's Phaselock, if you choose. In the first ter, it just offers general combat upgrades; slow to start, 

bul Ward can be a big help keeping Maya alive, and if that’s not a concern, then increased bullet dam age and speed never hurt, right? (Well, the target is twrt.) 
Motion also includes two kill skills and another for depleted shields, designed for survivability. The rest of it is given over to extending or altering Phaselock 
Converge, like all Maya's one-point-wonder skills, i$ a completely appealing still that turns Phaselock into a Singulanty grenade also, Virtually the only reason 
not to have this is if you're insistent upon building to Res.and Ruin in co-op play, which also precludes getting Converge, Quicken and Suspension together 
will increase Phaselock length and shorten its cookdown: being abi to have Phaselock active more and more of the time amplifies the bonus you'll gel if you 
also build to the Wieck, Elated, and Chain Reaction skits 


Sub-Sequence sets up a curious possibility: maxed oul, thes guarantees thal | Phasebock has duration lett when a monster dees, if will seek oul another target 
This means you can get more than one Harmony tree Sweet Release reward per Phaselock cast! Let's say the entire team is in bad shape agaist 4d varkid 

swarm, Adults and Badasses are the reasons you're in trouble, but there happen lo be a ton of weak Larval Varkids around, too. Phaselock a weak one on 
purpose, Kill it immediately... Phasalock swaps to another weak varkid, which you also kill immediately... and it swaps again, and you gel yet another kill... and 
s0 on, and before you now it your whole team is rocking full health almost from nowhere! And Thoughtiock speaks for itsell. While ies Ae Stil serves the 
primary purpose of crowd control and mild general damage to an area, it accomplishes these things in a totally diferent way than conventional Phaselock 


Gamechanger: Converge 

Converge makes Phaselock mimic Singularity grenades. When you Phaselock ond therefore levitate and incapacilale a given target, any nearby enemy 
will also be pulled suddenly toward them, This is weefol for pure crowd control porposes, and il becomes even more potent if you also selec sills Irom 
the Cataclysm tree that also give Phaselock strong damage—pulling enemies together inio a bunch becomes much more uselul when they re splashed 

in flames and caustic Nuid as a resull, thanks to Helios, Cloud Kill, and Ruin. Converge also works well wilh Scorn, if you opt to cap the Harmony tree— 
Phaselock an adversary central to as many a6 possible, then immediately throw Scarn’s Orb of Slag right down the barrel of them all, The Orb of Stag will 
showly drag its charming mass across everyone. damaging and Slagging the bol of them! Maya's Converge skill, in general, is lie her Res skill in co-op— 
once you've used it, it's hard to imagine not using il 


Capstone: Thougntiock 


The capstone for the Motion tree fundamentally changes Phaselock into a new Action Skill entirely. Instead of the victim being liffed up and constricted, 
they have their allegiance flipped to Maya's for the duration of the Action Skill! In effect, any enemy that can be held by Phasalock is a Raging Gollath- 
on-demand. And if you picked up Converge along the way to unlocking Thawghtlock (of course you did), thal sii works—so when you Thoughtlock 2 foe, 
they'll have tangets pulled right to them, lor instant bedlam! Monsters will be afflicted wilh Thowghtlock for four seconds longer than they'd be strung ap by 
Phaselock, so you'll have to wail four extra seconds between Thoughtlocks 


Note that you do receive XP for kills scored by your temporary ally, bul if the monster you snared with Thoughtlock is killed by an enemy, you'll receive no XP 
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a 
in Harmony, we see Maya become 3 partial spardual successor to Roland. as the Vault Hunter best able to hdd to ea real meric for hath herself and the olhers Thal doesn’ 
mean Maya can't also kick ass—for raw damage to groups ol Largels, Maya's Cataclysm tree cannot be beat, and that’s something no other character does really well innateh 
Bil (or teaniwerk and geting out of bends m co-op, 7S hand to argue with having muttiple ways bo heal frends and being capaive of remotely raging them! The in pact of 
remote reveses will Aes 6 obvious. trot Restor ACME ee FT LY Gan ako fore a rethink ot tera FOL) Chay. : RCO Salvador On VOUT Team & MuUcKng i op mucgend vey hn Ores 
OF Orne feck. ou Can Santen bo a weapon wit lots of spla nH damage ike a ncKel her or ary horney Larreled gun, Io compete turn ihe hes mi your leanne: 
Tat Baia em ip he DSI htt aqgnessors io bats 
Liner Skias are PTanly Glored to keeping Aloya herpell Tiled with all that good ned beood. but i you're lookuey to boost shweld ability also: you'll have fo look in the Motion 
nee. The capstone 1 bel tren belt feb, bat i's a dahghttal and unique addition to Maya's potential arsenal, To sone degree, every character can actually be many characters 
lhirough Skits. fel only Maya gets to essentially be three mage charsciers wien are fokniy citer 
Swern mobi that thanks-to lhe odd contlienon of healti-reiited survived! Slolls here paid with a capslone (hal aliens the melee function. Maya can be made into a kind of 
airnng ple Src Pere lhe Cri of Shag sell is Wie aed SHA BD TC etal Weare ah eee reales mange tool, which h inners to anflict Slag There are shis lds to be 
Tone 1 Ute iat VERS Metee Bon “DT OP Wie Shelekt aa 1@plelacl ant tere (pene are Several Sell f earicihy fevated to fv Wn Pee Phe (a imMnray ng See (is 
Then ore, of course, bladed weapons that will always improve melee damage and Aelecs to improve it further still. And then hattway down the Catachsm tree, you'll find 
Rackoralt, enhancing melee an USO OWEN) Aéens-lke fire blasts whentver your Sheek ss depleted! And that's not meaniponing thal a5:4ou're swinging away with whalevar 
il | la a, Ty Foal Fi t ack. Serer ! 
Goamechanger: Res 
Res allows your Phaselock skill (0 act as an immediate ranged revive. Sure, any character can revive a downed ally, bul they have fo actually gel over 
there and hold the button for basically ever in order to do so. Phaselock’s range is practically unlimited, if you can see your buddy, you can res them 
I you re having trouble aiming a really distant Phagelock res, scope in first with an scope weapon and Ihen Phaselock while aiming. 
During solo play, Aes is less than useless, and you should respec thal valuable skill point somewhere else, Who are you trying to res? Stop doing that to 
yoursell; you'll go blind. But in co-op play, Res is one of the most important skills there is. When your party is falling all over themselves trying to down a 
group of Badasses, being the Res-aquipped Maya in the back will make you (he slar of the show. 
Lapstone: Scorn 
The first hal! of the Harmony tree is given over primarily to healing the party; the Last hall leading up to ihe capstone is about reflecting damage and 
healing Maya hersell. Your reward for making it to the end of the Harmony Iree ts something completely different: Maya's melee allack is overridden by 
a unique attack in which Maya unleashes a slow Orb of Slag in whatever direction you're facing. Along ils path, the orb is virtually guaranteed to Slag 
whatever it touches, while dealing some contac! damage—not heavy, but something. 
Capping Hanmany for the Orb of Siag means you won't be grabbing the Ruin or Thoughtlock capstones, so your Phaselock itsell will remain relatively 
humdrum, and the most synergy you can add is by going to Converge in the Motion tree. Your Phaselock will let you set up groups of targets, the betler to 
slag several at once with the Orb 
The cooldown time on the Orb of Stag is 18 seconds—doring this time, pressing (he melee button gets you a regular melee attack. Picking Scom forces you 
= ! to be a litte more caretal with certain tricks, or eliminate them from your repertoire altogether. 
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SIREN SKILL TREES 


Most of the enemies in the game will take the most damage il you properly match up either Fire or Corrosive weapons to their weakness. And other Vault 
Hunters have to mostly rely on Malwan weapons, of other guns with Elemental tech capacitors in them in order to grab this advantage. Maya's Cataclysm 

tree, on the other hand, is riddled with skills that make Maya paint Elemental damage all over everything just by be ing around, basically. You wont even have 
fo Think about it—in the normal course of hutting high-value enemies with Phaselock and then just generally shooting everything that moves until the next time 
Miaselock 1S Teady, yOu can easily make it So you re splashing both Fire and Corrosion on just atoul any target, covering all bases and often inflicting beth 
aifects... And you cap on the category, you ll be able to pul avery status effect on every target the party encounters without even breaking a sweal—with 
Huinl, PHaseock Becomes your One-shop shop tor all the damage 


Cataclysm also contains the sneaky-good Reaper skill, which can greatly increase Maya's gun eed against any target with over 50%: life remaining 
It cannot be overstated how etectively tis jives wilh teammates... you can focus on just whittling down at the tirst hall of any given enemy, hopefully 

ssi than Sista DuMMING, corroding, etc and t han vou ¢ all ve on the next target, satisfied your teammates can finish what you started, This can be 
especially deadly paired with a melee-happy Zero and his Killing Blow sah when seks INCTAASEd Mee damage against tow-health enemies. You wont want 
to Select any kill skilis—you wont be killing anything—but friendly XP is shared anyway. so don't sweat il 


I int Ui Wate ANGIE EN AMT STEER AME TT nT ER TA Nh LW Kh Petit 
I) i Hi i) WM Hh ie 
iF eT Cloud Kill . 
| This is basically a skill that generates a caustic cloud around wherever a gunshot hits an enemy. This clowd corrodes the victim of the gunshot, along 

wilh anyone nearby. Enemies are mostly good about getting out of the midst of the cloud in order to stop taking continual direct Corrosive damage, but il 
the Corrosive states elfect takes hold. then they'll keep taking Corrosive damage for a lew seconds after they leave the cloud. Cloud Kill, like bill skills, 
dissipates shortly and can be refreshed when il fades. 


Considering the amount ol Loaders and ofher armored targets present in the latter hall of Normal Mode, and through all of True Vault Hunter Mode, it's 
easy fo see how having an always-on, almost-guaranteed Corrosion effect on every weapon can help, And this can be made to stack with Phaselock and 
Converge, so thal Cloud Kill has the chance to infect several foes; Phaselock @ central villain in place, then immediately shoot them to trigger Cloud Kill 
over their location, Converge will bring everything else right to Cloud Kill's stink zone, as well as into your gunsigh!, 


} 
Capstone: Ruin } | 
Here it is, the wondrous capstone thal turns Maya into the Pandoran equivalent of a black mage, able to afflict groups of enemies with every stalus affect at 
once, dealing very heavy overall damage After unlocking Ruin at Calactysm's cap, your Phaselock will now lie up the target, then splash them wilh shock, 
Slag, amd corrosion! And these effects also splash to the surrounding area, just like Helios! And it you have Helios (which you almost certainly picked 
up along the way), then Phaselock will still detonate with an initial fiery blast. too! Ruin allows Maya to serve Siag duty in multi-player, especially it it's 
paired with Converge. This precludes also packing Res, bul maybe another Maya in the party has it already, or you're just going without, 
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SOLO PLAY 


In solo play, there’s not much incentive tor Maya players to work up the Harmony tree very much—although she doesn't have the raw survivability skills of 

other characters, you can still slap a Pangolin shield with great recharge speed on Maya, then just regard a a broken Shield as an absolute red alert to hide for a 
Spell. Rely on Iranstusion grenades for health, and parmhaps a tev ha ints into Sweet Release, especially early on when heal 
build skills to a razor peak yel, anyway. Later on, you Can probably get away without Sweet Release, too, and just build Maya for unabashed chaos—she's 


— _ Preval sh Pe my ch i Sic rr r F ern » Wh annvme iy} Lie Pe LAS ei ie Lamy wdtal, ada pe Li) Df 
good at it, in case the Suite of plagues featured in Ihe Gataclysm tree didnt clue you in. You won't ba beating raid bosses solo without any survivability skills 









but Maya's inhale crowd conirno) and potential Group Camage—eroness group fama O28, Since $0 much of it is status allects—means she can eventually wipe 


fut antire dens of enemies before they press her health in the slightest 


H you want to boost your Solo Survival, then pick up the Immolate skill, which all but guarantees you can easily Score Second Wind against any non-armored 
target. This represents most bandits and most of the first half of the game in general. (In the second hall, against more and more Loaders, ihe usefulness 


Oviously decreases. | 





Intelligence from Psycho Testers Quorantined within the Wildlife Exploitation Preserve, 





Fed Slag and forced to fill out Trouble Tickets in perpeturty for the gaod of all Pandora. 
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ALVADOR 


NS THE GUNZERKER 


Like. alot. Imagine how much a reqular person might like guns. Then, like, 
uple it again just for the hell of it. That is how much 
Salvador likes guns. A native of Pandora, Salvador has his own reasons for finding the Vauit— 
specifically, that he really likes loot and killing big-ass monsters. He may not be the classiest guy 
around, but you'll undoubtedly want him on your team when things get messy. 






Salvador likes guns. 
quadruple that, then double it, then quadr 


; Sel your skills eo you can get hack info Gunzerki 
a5 sour ; | 
apart by farge groups ing a5 soon te possible, Also, still try to avoid attacks, or else you'll be form 


ASSISTANT PRODUCER 


HYPERION 


f) @ ) iret Report 

© CLASS: GUNZERKER 
TRAITS: TOUGH, HOMICIDAL, SHORT 
ACTION SKILL: GUNZERKING 
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GUNZERKER SKILL TREES 














This tree allows Salvador to constantly swap weapons, ditching empties for tully reloaded offhand weapons rather than bothering much with actually 
reloading. Pistol enthusiasts can stack I'm Your Huckleberry and Divergent Likeness while packing a Backpack full of Small arms for huge stacking bonuses 
10 pistol shots—don't ever reload pistols; just score kills, then Swap lo a different pair of sidearms. The capstone skill No Kill Like Overkill also tends to work 
well with pistols and revolvers, as these weapons offen have higher damage for individual shots than submachine guns, assault rifles, and shotguns, $0 
they're more likely to Overkill meaningfully. Down Not Out provides situational survivability, and there are general gunplay enhancements here you might be 
interested in even il the Gun Lust tree isn't completely your bag 


This isn't labeled a kill skill, but that's basically what if is: score a kill, and equipped weapons that aren't currently in hand will be reloaded. (That's 
equipped weapons nol in hand, so! unequipped weapons that are found in your Backpack.) Then, swapping lo those weapons triggers the Locked and 
Loaded skill automatically, so your fire rate will be enhanced. If you plan to use lots of weapons regularly and to switch offen, and if you re playing salo 
or with just one friend, then this skill ts fantastic. Ina full co-op game, though, you might nol be able to hog enough kills to keep Auto-Loader going and 
contributing meaningtully 


A huge assel to personal survival, this skill allows Salvador to stari Gunzerking during Fight For Your Life! Be a little bil caretul here—you'll want to have 
weapons ready specifically for this, so you can either compensate for the lack of aiming down sights with increased accuracy over sustained bursts, as wilh 
Hyperion, or nol care about accuracy in the first place, as with most shotguns. 


The capstone skill in Gun Lust encourages you to really stack the damage on your kiltshots—use weapons wilh high-damage ratings, and gel a Critical Hit 
against a monster that has both Slag and Death Mark applied, on lop of whatever you have going on from equipment and other skills. Rockels work, too— 
bul remember thal rocket ammo is nol replenished by Gunzerking’s automatic ammo rejuvenation 
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RAMPAGE 


This tree exists to provide ammo replenishment and rate of fire bonuses to Gunzerking itself, the arms-akimbo Action Skill. This tree is about filling the air 
with nothing but lead. Several early shills hare tip this ali right away, this preciousness of ammo in a tree mostly constructed for non-stop firing. Last Longer, 
i'm Ready Already, Yippee Ki Yay, and Get Some all contribute to keep the downtime of Gunzerking low of non-existent. The capper, Keep Firing... acquits 
self well for delivering insane rate of fire performance for being a Straightlorward one-shil-wonder 


er 


Sills al sikh isola os accuracy of the guns in your hands during Gunzerking, This is a skill thal actually helps 
your accuracy greatly. Sleady as She Goes provides an enormous benelit ta recoil reduction, along with granting a chance thal any shot on target will 
spontaneously improve Gunzerking accuracy. Continuing to land shots on target can continue a positive feedback loop of keeping your ridiculous fire rate 
under relative control. 


pares esciusane sis 4 snes in int herent Stno o stl ed Does il need to be stated, really, how good that 


can be? And if you have the Down Not Out skill, found in the Gun Lust tree, you'll be able tn do this in the service of trying to score a Second Wind! 


Ls 


i aan csi aout Holding down both triggers while Gunzerking causes the guns to fire and be reloaded with increasingly — 
ridiculous speed. You can either use this capstone as a mechanism to drive hitarious volumes of fire trom already fast weapons like Viadol spinguns, or 
you can use this to totally remove a deficiency from a slower class, like shotguns or sniper rifles, resulting in a build where you might be dual-wielding 
snipers or shotties but firing them almost as quickly as automatics, to devastating effect! 





: One of the best things about fie Guevenker class and attempting fo create ao “Uberzerker” build (detined as the most damage thal | car 
possiity pump nut) Ur thal the panty has enough diversity in weapon types and firnefionalify thal thore are al least a few differen! ways to 
’ reach poor maximum potential tamage owipel, Stil! other players appreciate some more sarvivabiiity fora marge for error wile diving 
straight in, so they can socritice a bff ol damage by speceing (nto the Brawn nee and help ensure they don't lose their Guazerking states 
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GUNZERKER SKILL TREES 


The Brawn tree is differentiated by having a lot more to do with Staying alive and directly helping out teammates. Right off the bat, one of the first skills in the 
tree, Hard to Kill, grants health regen, and two more skills in this tree do the same thing under different circumstances. The mid-tier gamechanger in this tree 
Fisttul of Hurt, is a melee-moditying special attack that encourages getting into the thick of things just as much as health regen does. And, al the and of the 
tree, there's a skill that allows you to double down on Gunzerking, intentionally aggravating and attracting enemies and making Salvador even harder to kill 


Gomechanger: Fistful of Hurt 

Like Zero's Execute and Maya's Orb of Slag, this new melee move is an upgraded substitute over your stock model, a lowering uppercut that can fling 
enemies away like they were hil by a van. Fisttul of Hurt has a 15-second cooldown, so you can! quvle use 1! all the lime, bul you can somewhal Uhink of it 
as a miniature Action Suill. 


Capstone: Come at Me Bra 


Here it is: taunt central. Enemies will be incited and attracted, health will be replenished, and damage reduction will be greally enhanced. Remember 
thal you already have health replenishment and damage reduction just by activating slock Guncerking—upgrading in this manner lets you do it again. The 
biggest danger here is simply thal groups of enemies or individually powertul ones like Super Badasses may be capable of bursting damage against you 
so fast thal you somelimes won't have time to start op Gunzerking on reaction to deteriorating bealih; i! you do manage to gel into Guozerking, you may 
find thal once they're pushing your health down again, lhey do so wilh such speed thal you won't even have lime to pop Come al Me Bro, trying lo reset the 
silualion another time! Just because Gunzerking and Come al Me Bro make Salvador vary hard to kill doean'! mean hey make him inwincible: 


HARD TO KILL + INCITE 
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SOLO PLAY 


When playing alone, it makes a lot of sense to bulk up skill points in the Brawn tree, at least initially. This keep 
ways 0 wr ul pst 1 the same ge 
ou berry, or using Viadot weapo ceep “rig and with no one around to 
Sneak in. as many kill skills into your Build as y 


The story of Salvador ts the story of gun fire, or rather guns Tinng, so the biggest determining factor in how you play will be how you treat 
Gunzerking. Var shitty nothing but quantity, or brazen survivability? 
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Paul Burt's ‘Meat Shield” Salvador 


The teheot Shield Gunzerker is greal for single player or multi-player. Itdoesn'| necessarily maximine your damage culpul, bul it makes geting 
through combal withoal getting downed lar more common When minning by prursell, yo can have a ill more needless Shandon when Elving 
into cwarms of enemies die to your survivability. and when pliving with iepminales, you provide: avery loc Gravy targe! for all the enemies in 
pay attention fo while your trends pick thom oft from the pach, The build focuses ong lol ol the kilts that pod to your survivability with health 
henith regen, and damage reduction. Beyond that, it alsa attempts (6 minimize the down ling betwen Gunrerking coolinwne so thal you can 
keep masimiring your heallh as offen as posible 
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gma box, covered in mystery wrapping, and tapped 
or what he/she/it is. All that is known of Zero 
ew assassination contracts, and 


| Zero is a question mark, wrapped inside an ent 
with a bow of confusion. Meaning, nobody knows who 


is that he appeared on Pandora a few months ago, accepted af 
suddenly started looking for the next Uquit. Rumor has it that Zero is just looking for the next big 


challenge. Granted, rumor also says that Zero has four fingers because he’s actually an alien robot 


with the face of a demon, So, rumor can go suck It. 


DECEPTION 
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rom Killing Blow 
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B temporarily punched their lights 


further Still 


5S: ASSASSIN 
RATS: MYSTERIOUS, STEALTHY, NINJA-Y 
SKILL: DECEPTION 


When playing ac Zen, rmefoading a Tediore weapon dorsa | break Deception, Think aboot it 
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Zero’s Sniping tree is the most focused in the game—every single skill relates directly to sniping. There is utility here for general gunplay, with most skills 
applying to olher gun types, as well, Bul the real weight hare is for sniper rifles, especially with the second to last skill and the capstone, which is sniper rifle- 
specific. lf you're running a kill skill build during solo play, you'll want Killer in the second tier here. There's not much else to say—this is a seriously stacked 
and pretty straightforward qunplay tree. If you have good aim, score a lot of criticals, and use equipment and Badass Token bonuses that jive with what's 
found here, you'll inflict significant long-range damage. 


Bore is a signilicant upgrade to sniping capability, a3 1 allows Zera’s rounds to penetrate targets to hil the ones behind them. The real story here isn't just 
that Zero’s shots with Bore can pierce: it's that they'll deal an extra 100% of their damage to targets they hil subsequently affer piercing! This adds 9 terrific 
incentive to attempt to dowhle or even triple-up on shots against lined-up, advancing enemies 


With Deception active, Bore a/so places markers over the vulnerable, criticat-ready regions of each enemy's body. This is nol just a reminder thal crilicals 
exist, or that they're even better during Deception. Remember, any conditional boosts stack wp. So. if you activate Deceplion, line ap a shol on several 
targets. wail until the last moment of Deceplion, fhe fire and sirke multiple enemies and perhaps multiple critical areas. the +100°% damage bonus af 
Bore will just add on top of Deception’s boos! and the critical bonus! (And any other damage boosts active from skills... and any damage boosts you have 
profile-wide trom spending Badass Tokens... and the damage and critical bonuses afforded by weapons like those trom Jakobs and Hyperion... and on, and 
i 


This rather astounding capstone skill rewards your immacutate aim with the promise of almost limitless damage boosting. The only requirements are thal 
you don't run out of targets (the effect slowly dissipates over time) and thal you keep scoring criticals. Picking this capstone more or less locks Zero into 
being a sniper using a sniper rifle and going for crilicats, but that's not at all a bad spot to be. Skills like Headshot, Kill Confirmed, ele. join with Critical 
Ascension io turn your sniper rifle into a pinpoint howitzer thal gains steam the longer a firelight drags on 


And against some targets in particular, the potential for exploiting this drastically in your favor is downright delicious, Think about scoring critical aller 
critical upon helpless enemies snared by Maya's Phaselock, Or using a Viadol aulomatic sniper rifle and firing ceaselessly dead center al the glowing red 
sensor eye of a Badass Constructor, critical aller critical edging further upward, pumping oul damage faster than any other class is capable of towching 
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LUNG 


Cunning is a Strange smorgasbord that allows mild deepening of the advantages of both Sniping and Bloodshed while also throwing in some unique abilities 
you won't find elsewhere 





If you go into the Cunning tree at all, Ambush is an easy pick, as it jacks up damage against! enemies targeting someone who isn't you. So, the bonus will 
come into play every single time you hit an adversary oul of Deception, and plenty of the rest of the time, too. 


Rising Shot is an interesting skill that is directly opposed to the Be Like Water skill in the Bloodshed tree. Be Like Water grants bonuses to alfernafing gun and 
melee altacks; Rising Shot grants a slowly rising bonus to repeated melee or gun attacks, without alternating between them. It's not ridiculous to think about 
having both of these skills, so that regardless of whether your next attack is with a gun or a Swing, youll have some bonus! 





Death Mark can be thought of a5 an extra mini-Slag. Unforeseen grants a mild taste of what it’s like to be Catachysm Maya... each time Deception is broken 
and the decoy is shown to be a fraud, the decoy explodes in a shocking electric shower. It never hurts to send a little groovy electricity through enemy bodies, 
and foes fooled by the hologram and attacking it are Sure to be exposed, bul you'll appreciate Unforeseen the most against shielded adversaries and stalkers. 
Mostly stalkers 










And finally, the presence of Two Fang, and it preceding a potentially long-range debuffing ability, means that you can think of Cunning as an alternate Sniping 
build. Perhaps you'd take the roughly one-in-three chance that your sniper nifle will fire two shots for the price of one, along with Death Marking Kunal, over At 
One With the Gun and Critical Ascension in the Sniping tree, 
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Gamechanger: Death Mark 

This detense debutf is unique to Zero and terrific to the entire team if he brings it along. The one-point-wonder Death Mark skill is only applied via melee, 
which is pertect if you're more of a Bloodshed Zero, bul nol great if you're more of a Sniping Zero, There's an alternative if you really want to snipe but 
also wanl Death Mark: the capstone skill, Death Blossom, allows you lo throw wp to five sets of Death Mark-capable, randomly elemental Kunal during 
Deception without dropping cloak! Deception becomes a much more active experience, and Zero becomes slightly more of a team player by throwing in his & %, 
inimitable debut. 


Capstone: Death Blossam 


The Cunning capstone adds a unique altack to Zero’s arsenal—a Kunal toss thal is possible only during Deception. Kunai can be tossed up to five limes per 
Deception, actually, and they are capable of both applying Death Mark and of sticking the victim wilh a random elemental status altect. With Kunai lossed 
and Death Marks handed oul, you're ready to break Deception with the customary last-moment attack for the biggest bonus attacking oul of Deception. 
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The skills in the Bloodshed tree make Zero into a murderous, invisible ninja, traveling unseen from distracted victim to distracted victim. The very first two 
skills both enhance melee damage (Killing Blow in a particularly interesting way—melee blows are drastically stronger against badly damaged anemies, 

increasing killshot chance). Two kill skills (and really, four kill skills unofficially —Resurgence and Many Must Fall are both pretty much kill skills, too) here 
grant terrific bonuses. t's great to incorporate them all if you're hogging all the kills to yoursell ina solo game, or if you're playing with just one friend and 
you're taking point. Their usefulness diminishes in full games, though that doesn't mean Zero can't focus on insane melee damage 


i you are at all melee-oriented with your Deception use, Execute is a must-have one-point-wonder skill. Get an enemy thal is even remotely close to Zero 
centered in your relictlea—the description says three meters, bul thats very conservative—then press the Action Skill butlon to unleash Execute. Zero warps 
forward with a heavily damaging melee slash. You'll get the Execute damage bonus, the Deception damage bonus... a bonus from Ambush, if you have if, 
and perhaps also Backstab, and so on. Just like building expressly for sniping. if you build expressly lor melee, Zero can crank out the most awe-inspiring 
single-targel damage on Pandora 


Heedless to Say, this hes Of a ew dimension when you we capped Bloodshed with Many fost Fall... with all your OUCKS i a TOW 2nd HUMANS Nemes 
ailing around you, you can sel up cycles of Execute scoring a Deception kill, causing Many Must Fall to redeploy Deception... leading lo an Execute kill, 
and another Many Must Fall decoy redeployment, and so on 


it you want fo cul things, gel this. 


The single sill (hat most increases both the deadliness and safety of Deceplion. See, acquire Many Must Fall, and scoring a melee kill during Deception 
leads to an automatic and immediate re-Deception! No cooldown, no planning, just automatic. As mentioned in the note for Execute, this can naturally 
lead to sequences during which all your bonuses stack just right to brvfalize target after target with killshots. You may keep Deception running, cloaked and 
killing, killing, killing for stunning periods of time, just like how Salvador sel up properly can keep up Gunzerking more or less indefinitely in a big gunfight 


Bul you can also use Many Must Fall as a shrewd escape lool. So the thing happens thal happens to every Vault Hunter, all of us who have ever bothered to 
pick up a rusty Dahl repeater and give if a whirl: we slep oul into the wrong clearing like some idiot and get assailed from all sides, we don'l know where 
all the attacks are coming from, our shields are down immediately, and ugh, why weren't we paying more attention? Wall, Deception serves as Zera’s 
panic button in those situations. as the decoy soaks up all Zero’s allention and he can escape unseen. Bul now, on your way oul of trouble, you might 
pawse—are any ol the enemies beat wp? Chomp-level, nol Badass enough lo survive your Deception melee...? Oh, there ARE adversaries you could jusl 
kill one aller the olher with repealed melee strikes owl of aulomalic re-Deceplions? Why, yes. That's just the thing to do 


Bul as amazing as this is, it ts essentially the game's strongest kill skill—no Deception kill, no re-Deception. So, during fowr-player co-op games. where lhere 
are less kills to go around anyway and enemies have bigger health pools, you will sadly see Many Must Fall diminish in osetidness just a bit, as wilh kill skills. 
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ault Hunter in Pandora's history, what:-he’s bringing to the table is the ability to 


fero is by far the most damage focused character—more than any other Vz 
spike damage on solo targets. “A lot of damage” means that if you stick with it long enough, you are going to see what it looks like when you deal overa 
million damage in one single strike. (There are enemies that have hit points in the hundreds of millions too though, so don't go thinking Zero is a total one- 
anigmatic-being-army yet.) That his Deception hologram distracts enemies similar to Axton’s Sabre Turret is the icing on the cake. Zero's purpose {s to deal 
ae 


Craploads of damage without being a target himself, Whether you build him as a sniper down Sniping ora slasher down Bloodshed is up to you, but whan you 


have enough skill points to do it Maximizing One Way or the other will he the way to Oi 


Depending on your playstyle and your friends, you might take a brief moment to consider the Cunning capstone, Death Blossom, over the admittedly 
incredible cappers in either other tree; Death Mark iS quite nice indeed, like an extra halt-Slag on top of anything else, and only Zero can apply it, but if you're 
playing a Sniping-oriented Zero, you won't often be applying Death Mark via melee. Your Deception will be more a too! you usa to get out of trouble or to stack 
with Kill Confirmed etc. than to distract and set up Ambush and Backstab out of Deception in the midst of a big scrum, So, if you take Death Blossom over 
Critical Ascension you lose some peak damage capability, but you gain the ability to use Deception more frequently just to spam all five waves of Kunal at the 
partys currant targets, before going right back to sniping with a critical shot out of Deception. The next time Deception is ready, time to throw more Kunal. So 


yOu can apply 280s unique debuff (along with random elemental status effects!) while still hanging back in a high-damage sniping role 


Intelligence from Psycho Testers Quarantined within the Wildlife Exploitation Preserve, 
Fed Slag and farced to fill out Trouble Tickets in perpetuity for the good of all Pandora. 
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CO-OPERATIVE PLAY 


Co-operative / There's a word | do not like / What do friends matter? 
Zero gets to team consideration in skills involves using 
Untoreseen totum the decoy into a shocking distraction and Death 
Piark tO atd'a decent chunk to anyones damage. Apart from that 


his teamwork involves universal gestures of etiquette Spaced oF 


[he closest 


any Vault Hunter, regardless of class or build—tor example, don't 


OO ai 






19 things like kill near-dead enemies or chump peons 
ight maxi to an ally who is trying to score Second Wind, and 
Qeneraiy try to Kel The Things YOur teammates are actually mulling 
from thal, Zeros battlefield interactions are limited to 


2 between him and his current target. But those interactions 
are intense 

YOu must change your approach a litthe bit, though. An out-and-out 
BOOdSNed GUID I ONpPpPing with what are all essentially Kill Skills 
Dut With more pariners, there are inevitably fewer average kills per 


Player, aNd $0 yOu Hl Mave Kill SKNIS @CTIVE IN any QIVEN-CO-Op game 
2 Cramaticaly lower amount oF time than in single play—yean 
yBar, YOU get il, Oxay. IT yOu were playing pure Bloodshed in single 
player, (hen if Co-Op, you might respec and take the points that 
were in Grim, Follawihrowgh, Resurgence, and Many Must Fall 
and place them further up in Cunning instead, for Unforesaen 


Bi ea fhe | inna » Thin Deine Lie ¥ ; ow hin 3 
Rising Sot, and innervate. | his still allows. you to play a hideously 





Duns meee bull, Dut it works Tor different reasons and isn’ 


— MIKE MCVAY. 


CRIMSON RAIDERS’ ' 


ATH OF MOST 
RESISTANGE 


_ tha motherlode. Enclosed inside this dossier Is every siratagem 


every tactical ops map, every piece of intel, every plan and contingency plan we've got to 
ultimately, free Pandora: We're trusting 


disrupt Hyperion, lake down Handsome Jack, and 
you to help us win this war, DeCause frankly, we need you to Help us win this war, | Know 
you want revenge against Jack. Hell, we all do, and this represents our best chance 10 get 


i. Protect these files with your lie —and should you die while holding this, try fo bleed all 
i read them 


‘over the pages so those Hyperion bastarcs can | 


Hare itis, Vault Hunter 


- Commander Roland of the Crimson Aaiders 
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You weren T supposed to live. Handsome Jack had thal train rigged 
with enough explosives to kill every would-be Vaull Hurrter this 
side of Endium Blight. but sot you. You survived. somehow—must 
have been the sott-snowy landing, Mot ony are you nol dead, but 
you're not alone either A CL4P-TP General Purpose Robot just so 
happened to be Mohing tha corpses of ess fortunate Vault Hunters a5 
you came to. He ones by the name Clantrap, and he’s eager to ankst 
your help in getting fim off thes glacier. Try not to mind when he 
refers to you ws his Minion 


Although you May dowbt lle 

to prove himself useful by hand ; : 
e with others over great distances, but it includes a cla 

Vault Hunters would be so jealous if they knew you had this 


Claptrap iS Quick to usher you inte his hideout, but you 


to lockers to todets the barren landscape and get a feel for the movement 















fF massive ches camera, and jumping controls. Be sure to melee any 
iG Mv epeulh CeDis piles YOU Spot, as you just might tind something 
j sound of Claptrap’s grating voice south to the entrance 
thing in common: a of his littl igioo thing 
! distinctive green glow, 


of the contents may 
not clwoys wow you. 
every container has.o 
sight chance to yeld 
something valuable 






PERSONNEL FILE DS010 
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CLAPTRAP 


Chorocterstics: Threot Level 
Humerus (Annoying); Well-coortinated: Likely detective Seriously? You're joking, right? 












Intet Report: 
The same CLAP-TP steward bol who first greeted the original tour Vawlt Henters in Fyrestone., Clapirap is back and 


better'warse/more comedieally divisive than ever! After Handenme Jack calied tor tte destraction wl the onilve 
CLAP-TP line, oot Claptrap became the laet of his kind Nowadays, he lives a le of entllude and quia! dignity 
Just nddiag, of course—he spends (he ves! majority ot hes time either crying, or praying lor a Vawlt Honber bo 
whisk him oway trom his glackal home. Claptrap may be anaoying, demanding. and eltectively umeless in 9 Fight, 
het ai laasl he's, uh... 


__ ou Koncew what? We'll get back to you oe that 
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- WINDSHEAR WASTE 


Are you a Vault Hunter? De YOu Rive noted 


The “Tash Ireere,~ ag the Waste’: dominens 
taned in the blink of an eye 


Hemally troren aad ringed by unscalably cling. ihe wreckage site where POu're bef to die contains fitte more than a smattering 
Ol debris piles and an occasional arming chest. The hurry bullymonge downy mind ihe cold. bud they lem! (hermpetves fo Frostbite 
Crevacse and tend ta stay chear of Clapirap’s home on he ice... mast of te tee, that is. Thewgh beak, Windshear Wante is nol 


entinely isolated, Those whe maka ie journey south across the fractered Glacier cam escape to Southern Shell to CIpEriente even 
Mure ice. 


‘The Districts of Windshear Waste Dangerous Beasts 
il icteeey FIRST Visit Ever Fay | 


High Value Targets 
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Atty Handsome Jace let you tor dead in Wintishear Waste, you 

escaped the cold and mel a CL4P-TP General Purpose Robot— 

the last of his: kind on Pandora. Shortly after you entered Claptrap’s 

igtod, an enormous Bullymong broke in and removed the chalty ‘bot's 

eye. Claptrap needs your help to get it Sack. First things first, though 

you need a gun. Claptrap has asked you to grab one from his calinet 


MISSION OBJECTIVES 
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“Maney and XP exay vary based on player's level at start of aussion, 


Never There When You Need It 


Glaptrap hasnt just bot himset 
a home on the ice, but a veritable 
shrine to his hometown. All manner 
of Fyrestone paraphernalia can be 
found scattered amongst the defunct 
GLAP-TPs and, err... frozen Vault 

es. Untortunately, the 

p's Place doesn't 


igs. One s Suc h beast knowin 

s Knuckle Dragger. has 
descended from the frigid rafters 
and made off with Claptrap’s solitary 
eye, And so bagins the first of many 
missions: Arm yoursell, Minion! 
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Gi ay a wt Cut af tale op 
eorns you your first Badass Rank and Bodoss 
Token, Redeem thot sucker to select from one 
of five rondomly chosen stot bonuses that 

opplies to oll of the charocters you associate 
Badass Tokens on the following attributes: 

Shield Recharge Detay, Elemental Effect 

can read more about all of this Badassery in 

gate ll 





BRAND LOYALTY 





Bins dic sue Poctorn: eo oes toon 
thot helps make their guns stand out fram 
‘the crowd. Dohi's weopans, for example, ail 
fire in short bursts while zoomed, Refer to 
game's exponsive gun system, 
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GET CLAPTRAP’S EYE BACK. 





MISSION OBJECTIVES 
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® Dig oof Clapirap 
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Defending Blind, Defenseless Claptrap 


Now that you've gotten the gun from Claptrap’s cabinet, it's time to head out onto the ice in search of Knuckle Dragger. 
Raid the cabinets near the Fast Travel Station while Claptrap opens the rear door leading out onto the ice. Follow 
Glaptrap onto the glacier and continue to scavenge for loot. The source of those frozen piles of bones and fur will be 
évident $00n énough 


A number of creatures known as Monglets suddenly leap from the ice-covered cliffs and attack. These four-armed 


two-legged critters are ine vs 


Hunter like you. Aim 
for their tiny heads to 
inflict critical damage 
from afar, and con't 
hesitate to unleash a 
melee strike if they 


get too close. The last | 


group of bullymongs 
creates a tunnel in the 
ice, allowing you and 
Claptrap to continue 
on to the chasm 
known as Frostbite 
Cravasse. 





pakest of the bullymong species, but can still prove hazardous to a fresh-faced Vault 





WALKTHROUGH] 










showy canyon below. The Brat Bullymongs may throw rocks at you if given the time— 
bullymongs love to do this. Try shooting the smaller rocks out of the air, but always side- 


creating a ramp to the next sect 
continuing on 


Knuckle Dragger's Vitals 


HEALTH MULTIPLIER SHIELD LEVE Dia. MULT ALE PF VALLE All AREAS WEAKNESSES 









19 | 175 Fouad | Head Weak 





Knuckle Dragger appears as soon as you exit the titted Hyperion shipping container. With Claptrap's blue eye dangling trom his 
necklace, this beast clearly puts the bully in bullymong! 


Do your best to strafe the perimeter of the area while firing al Knuckle Dragger's head. He's far tougher than the bullymongs you 
encountered previously and can wilhstand significant damage. Knuckle Dragger relies on a combination of ranged and melee attacks, 
but primarily sticks to throwing smaller rocks during the opening moments of the battle. Shoot these projectiles oul of the air and 
continue firing at him. Smash the many debris piles scattered around the area and keep your eyes open for any additional Insta-Healths. 


Continue to pepper Knuckle Dragger with headshots until his health is cut in hall, at which time he’s likely to leap oul of reach and summon 
4 pack of minions into the fray. Scan the summoned bullymongs for any Brat Bullymongs and target those tirst—you do not want to chance 
having multiple rock-throwing bullymongs attacking simultaneously! {1 also pays to leave one or two of the Monglets alive in case you gel 
drained of health and need a Second Wind. Downed Vault Hunters are instantly revived il they score a kill belore bleeding out. 


Alternate attacks on the minions and Knuckle Dragger until the latter returns to 
the battlefield, then focus solely on the boss. Pay close atfention to the objects 
he plucks from the ice to toss your way. Knuckle Dragger has a tendency to lob 
a full-size car at you during the second hall of the battle. He will also perform 
several charge attacks, along with a powertul leaping swipe attack thal can 
inflict heavy damage if you don’! step out of its reach. Monitor your health 
closely and don't hesitate to retreal through the Hyperion container to 
the Insta-Heallhs in the previous area. 





One virtually foolproof tactic is to take shelter inside the 
container and open fire on Knuckle Dragger from within, 
Although he'll still be able to throw smaller rocks al you 
inside the container, you'll be safe from his melee attacks, as 


well as his targer vehicular projectiles. Knuckle Dragger =. > ; 

will periodically leap onto the icy ledge ‘als ES 

above the container in an attempt to lure . j z = - 

you oul. Consider hunting him down if A 

your health is good or just stay inside the i | 


container and wait a couple seconds for him 
fo leap back down to attack, 











































oth hid ng: 


Onward to Sir Hammeriock 


Gather up the loot dropped by Knuckle Dragger—you may even find 
4 a rare legendary weapan—along with Claptrap’s Eye, then head up 
the slope to the Hyperion Barge. Not just anyone can repair Claptrap's 
severed eya—this calls for the skills of the reputable Sir Hammeriock 
who resides in Liars berg, Alter all, VOUr expertise tes in hunting vaulls 
and firing boom-sticks 
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Loot the containers inside the barge, then feast your eyes on the red 

’ i a Phe “ 7 7 
chest in the canter, Chests such as this are relatively rare on Pandora 
and are otten tucked away in hard-to-reach places. This one's a freebie 

F 

Gather up the weapons inside and consider assigning tha shotgun to 
either of your weapon Slots $0 you ll Nave Doth a pistol and snoigun 
feadity accessible. Speak 10 Liapirap to COMplete the MISSion and 


collect your reward | 
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Additional Challenges 
Make Boom Ge Boom. Kill Boom and Bewm 
shet trom Big Gertha (see “Best Minioa eae Wiulniie 


Fireproe!, Kit Flyat withoat any pia damage Sragan breath 
(hee “Best Minion Ever” camee Nini 


THE GUARDIAN ANGEL 


Chorocteristics Threot Levet 
Tobepathic. Pushy: Vague; Questionably helgtel Uniram (We den tris! her.) 


Intel Report: 

We know embarrassingly little abost this enigmatic enisty that “helped” the original four Vault Hunters Geteat The 
Decloyer live pears ape. in che a human? A god? An Al? Who knows? Whatever her true identity er motives, the 
Guardian Angel is now seemingly helping the new Vout! Hunters in thelr quest to deteat Handsome Jack. That's 


good encugh tor ae. 
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The ironen expanse of Southern Shel# js ne place tor mantrind, 

bul that didn't stop Pandora's hardiesi Soult from eking owt 
Siistence atop the shifting sea ice. Untortunatety the Crimgon 
Raiders that once protected this blace have long vacated their rebel 
Famps. The region's tome tull-service lomnn, Lia's Berg, lies empty 
and dormant. New Daly bandits and offer iitorled onsavories mole 
their home amangid the bellymongs wlop the ice Suathern Shelf ts 
Considerabby larger and tar mang dangerous than Wiadshear Wasig. 
but lite on the continent's edge has a way ol rewarding those who 
Survive the journey to the oea. Conquer the FGION 'S reigning lord 
Capinin Flpat, and Paetage to warmer climes will bee jaa! a bol 
ride away. 
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ECHO RECORDER 
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Ba WH SAVE LIAR’S BERG AND 
1:1 MEET SIR HAMMERLOCK. 
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You've found Claptrap’s eye, bul he still needs someone to 
plug it into his socket. That someone happens to be one 
‘ 4 | lui | Sir Hammertock, who currently resides in the town of Liar's 
Berg. Sir Hammerlock retuses to help you until you clear the 


lown of Captain Fynt’s bandits, however 


MISSION OBJECTIVES 


* Resch Liars Bary * Give Mantierigal 
* Defend Clapirap Clupirap's eye 

# Secure Liar's Berg * Wal fer power 

« Meet Sir Hommeriocd 


Suiy EMEA : $12 


“Money and XP may vary based on ploypers rom av start of mission. 











Defending the Gity Gates — 





Follow Glaptrap out the back door of the barge and onto the cliffs above Southern Shelf. This vantage point gives you a clear view of the glacier’s terminus 

with the gated town of Liars Berg on the left and the frozen Sea in the distance. Claptrap makes his way down the icefall with all the grace that can be expected 
of a blind mono-wheeled robot. Take a moment to appreciate the view, then hop down after him, Use your naw weapons to blast the bullymongs that meekly 
threaten your progress and make your way to the gate 


Liar’s Berg’s lone resident, the scholarly blueblood Sir Hammerlock, agrees to come oul of his safe house only if the Vault Hunter—that'’s you—promises to 
lay waste to the bandits attacking his town 


Reload your weapon and advance along the snow-covered road, opening fire on the Marauders that appear. Take out the ones on the left first, then s weap to 
the right and mount the hill near Fillion’s Bed, Breaklast & Bullets inn and the generator. Several Brai Bullymongs will leap down trom the cliffs and attack 
You can stand back and watch as the Marauders and Bral Bullymongs turn their aggression toward one another, but doing so will likely cost you XP. Instead 
continue to pepper the Marauders with guntire to deliver the fatal shots yourself before the beasts effectively steal those kills from you 
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— WALKTHROUGH] 


Stay up on the hill and shoot at the brawling Marauders and Brat Bullymongs with your 


STO! ar ind § switch to the shotgun you obtained in the barge if anything gets too close t's CLAIM YOUR HP 
< zi ie Badass Ranks here by scoring headshots for critical kills f you | Its one thing to ollow o Brat Bullymong tokio 
sil Morouder, but try not to allow the apposite to 
| happen. Brat Bullymongs are worth more XP and you 
don't receive any ‘portiol credit” if o Morouder deals 
the fatal blow, By all means, let them soften each 
other up. but try to chvays deliver the final shot, 
especioiy against the larger, mare XP-rich targets, 
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Optional Missions Availab! 
speak wilh Sir Aammeriock upon completion af 
Cleaning Up the deny to gain access to fhe first 
of Several opfronal missions that tan be completed 
Deore nnitetaaing ihe next sory mission, “hes! 


Minion Ever 


With the battle won-and the tov ‘ follow Claptrap to Sir Hammeriock’s electric * This Tews Alv'T Big Enough 
fence. Stand back and wait for your robot companion to open the the we * Handsome Jack Here! 
Claptrap's eye. Take a moment to scout around Sir H; Hlock's ho or Woot, thes * Bad Hair Day 

follow him to the center of town. Hell fire up the ger eli or so can make use of the * Shiekied Favors 
vending machines and Fast Travel Station. The Bounty Board still doesn't work, but yo Spmbioais 


Although you don! need to complete all af the 





OO MSSOns Ag away (or ever). We FecOMMen 





eT plier ee ‘s ra iy “T. F . Ps 
HanOg his Town Ain't Hig " CG now Lo waloek 
















fhe “Gad Hair Day” mission, which can nel yor 


sniper ritia, ifs alsa worth completing a few guests 
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haracter’s Action Skill before taking the tight to 







Captain Flyet and his henchmen. Those looking to fully 






eolore the world af Pandora should consider ti aching 
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fhe “Symoblosis” mission, witch is the only mission 





fia! leads you fo Southern Shell Bay 








> o one CLAPTRAP'S EYE 
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@% 1 Can See Your Corpse From Here 


IF PE) eS! BOOS Ihe river 

(eee Vault Hunter on a Wire 
(Challonge) ane tag the peel to the 
Newe-(J- station a! amperal beat 
CO Eras. The tins telescrine ig 
OF) Bre rghit. Pay thet ty uta at 





























bf boats ard dacicd thal arc arownd 
Buickourn Cove to tha gout) 

Thi second telescope is on the 
Gute sine rena bine 


ry Make your viy Striss the Meillla 


Continued across (he string of boats 

a 19 The Range stip to the pautheas! 
Fight ter weaty tap the tadder to 
tha: Captain's house to find the 
HES Ope poteling ashore 


Tha Nereh teleeonpe is cm ihe 

| 4 UPpErTROS! level of Blacichunn 
Coven, |uid Gutsede thn Nar whore 
Midgemony ix higing during 
“Syengensis 





Vault Hunter on a Wire 


To get th Giaekurn Cove via tightrope, all you have to do i Sones the 
OSTRATEICIAS Ghee fo The otter sade insiead of using the loabrig ptatorsn. Lnélie the 
Power ries and Gilet cables vos see around Pandora. inp particular chaia td slaley 
anuph 1 wilkalong. You will recelve credit tor this Chat ipa whatiier yaw cee the 
Patiorit bo ie near thote or eave ft where fl wean betore cosh 





Additional Challenges 
Midga-Mong Has Mo Friends: Kill Midgemong and his rider before they 
Summon backup (see “Symbiosis” optional mission far details). 
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When Captain Flyot’s men need to take a brief break trom Mondenng and pillaging, they bead to Southern Shelf Bay. Once you get past the bullymongs. the shantybown 
known a5 Hackburn Cove has everyitving a growing baedil meds: aleohel and Biploding bannets. 


Southern Shell Bay, a trigid oltshoot tar removed trom where any law-abiding citizen of sound mied would venture, lies beyond a narrow canyon lo le south of Gateway 
Harbor. This sprawling region is dominated by water, iceoorgs, and the wreckage of ships thal ran afoul of said terbergs, Much of Southern Shell Bay ix home io all manner 
of bullymongs, ranging trom Monglets io monstrous Badass Bullpmongs, Thee dens line the bay and they are intensely lerriterial, Flocics of inuflerabla Rakh glide along the 


polat winds, patiently waiting tor an opportunity 


(a tive-bomb hapless prey. The region's ome populated ares. Blackburn Cove, it home to a variety of Marauders, Prychos, 


and Midgets, making it ‘populated’ only in the igoges! definition af the term 
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you are to helo hin ell deck, desinoy the Wane, and save Pandora 
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feels is time for you aru tum to haad to Sanclua ie idl ee 








town on Pandora. To do (iat, vce Wl ree to staal Clanton s boat back 
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Talk to Glaptrap, then escort him out of Liar's Berg and down the slope to 

Gateway Harbor. Ha will point out the telescope on the cliff bafore continuing 

down the hill to a small group of bandits. Detonate the gas tank to sel otf a 

chain reaction of smaller exphosions, ml tof the enemies in the area 

One of these foes—a Marauder or Psycho—will drop an ECHO Recorder that MISSION OBJECTIVES 

initiates the "Handsome Jack Here!” optional mission sd igh yxy dich IH 
© Fecart Clapirap to his ship «Find Fyre 

* Deteod Clapirap Betend Glapirap 

© Murder Soom Bea * Hoist Clapiap 


* Proceed to Capisin Fipnt © Maries Flynt 
® tise cannes ty deaivoy guile « Road Clapirap § ship 
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Boom Bewin 
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Spot the small gap in the fence just beyond the New-U station and take a 

moment to scan the area beyond the pillars. Look for the Darrels in the area 

and open fire on o them whenever a Marauder gets within range i 
il effective soscny an naam to ee Me cei and Psy 


emerge on thei siding places li make Daa Work of the sain Stay 
near the lah elothec amp and Bach opal container ae the main 
38 
if au sition. 50 Make Sure a yi ‘re not ina aconfinad Space wien ney *‘Moway aod AP may wary bated on player's level ay start al mission 
attack pest tot out of th mp and around the comer $0 you can 
y others 
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ap near the drawbridge. Stick by his side just long enough so he begins to work the si controts, then 


on a (he Seco ie Of} tha bridge i fe it ] o 
amd ihe grenades will Stl detonate). Lonsidar lobbing a grenade of your ‘Own just a $00 


d droo off the far s 


After Liars Berg, players have andegh mformation jo mabe (hel own fecsions. So, we wanted lo provide (hem wilh fhe option 


vf going Siraigit fo allies with soem and Fiyal, or Ging a Oreath and eepforing ee aoelel 


LEVEL DESMGNEA 


(@) PERSONNEL FILE Z301I 


oIR HAMMERLOGK 


Characteristics: Threat Level 
Dapper: Gertlemaaly, Mustachiond: Obsessive compulsive Lone (Dangerous, bat oaty lerward wildlife) 


Intel Report: 
Hunter, scholar, and grower of fine mustoches, - Sir Hammeriock has come to Pangara to 
COMpOSH an almanae 
cataloging the savage plamet's flora snd fauna. Untortusatety, Pandoran wildiite doesn't take well to being 
catalogued. which explains why halt of Hommertock’s limbs are cybernetic replacements, Sill, even the odd « 


de-limbing won’ stop this guy's quest tor hnowtedye rather than beading into the field himaell, he'll just have to 
pay same GO-gefteng, san pee ute rnin ts mage atten than mod, elit) tha 
Pt eroatores of 


i 
_. 
= 
= 


the drav wer makes it possible to ret ae ret you 


zzixt 


Sei 


fm "r4 


—ae, ~F 
ir 7 La 


1. gudctopag ga \MMANAAADN Db 
ob ieid ee 


i ii 
, my 


ui ii 


1 ut Mt 


WT 





on Big Bertha is up for debate... 
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MAKE BOOM GO BOOM 


Axton: Take cover behind Maya: Use Phaselock to 








Consider the following techniques for completing Make Boom Go Boom’ with each class: 





The battle begins with Boom mounting the cannon he has $0 affectionately named Big Bertha. This massive weapon tires a two- 

shell burst that deals heavy damage across a moderately wide splash area. The only way to get Boom away trom the cannon is to 
substantially damage—but nol destroy—Big Bertha. Fire on Big Bertha until its health meter has just one-fourth of its initial health to 
flush Boom out of the qunner's seat. When attacking Big Bertha, note that you must only aim at the very large gray cannon underneath 
Boom; you do not need to aim for Boom or any singular part of the cannon to damage it. Whether or not you should immediately focus 


- Big Bertha takes roughly live seconds to reload between 
firing in a two-round burst. These shells have no homing 
capabilities and, thanks to Big Bertha's slow turning radius, 
can be easily avoided by strating back and forth across the 
battlefield. Another option is to take cover behind the red and 
white fin slicking oul of the snow nearby where you enter. Let 
the cannon’s shells explode against the metal barrier, then 
step oul from cover and open fire on Big Bertha. 


"| Boom’s brother, Bewm, shotgun-toting Midget with a 
jetpack, is your only nearby threat when the battle begins. 
His shotgun packs such a punch that the recoil knocks him 
onto his back with each pull of the trigger. Sulfice it to say, 

) he's nol much of a threat so long as you manage lo keep 

al least a few steps away from him. Killing Bewm isn't 

) particularly difficult, but his death causes an endless stream 
of Psychos to enter the battlefield. Whether or nol you want to 
deal with those Psychos while Boom is still firing Big Bertha 
al you is largely dependent on the class you're playing. For 

| most classes, it’s wise to destroy Big Bertha first, then quickly 
eliminate Bewm. The Psychos that enter the fray give you 

_ something weak to kill should you need a Second Wind. 


CHALLENGE! 


Complete this Challenge by not getting hil by Big Bertha’s artillery shells. The cannon lakes roughly tive seconds to reload between shots and can't 
track the player laterally on the fly, making it possible to destroy it by simply staying on the move. Another option is te fake cover behind the red and 
white metal fin sticking oul of the snow, then step oul and fire on (he cannon while it reloads. That fin will absorb the entire shell blast. 


the red and while fin 
and quickly kill Bewm, 
Deploy the Sabre Turret 
behind cover to lend off 
the Psychos a0 you can concentrate on 
Big Bertha and then, once the cannon Is 
out of commission, Boom, 
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deliver large amounts 
of instantaneous heavy 
damage to Big Bertha 
while peppering Bewm 
with gunfire as needed. Flush Boom 


oul of the cannon then Phaselock him, 


buying some lime to finish off Bewm 
and/or deal with the Psychos. 









Salvador: Focus your Zero: Take cover 
attacks on Big Bertha from Big Bertha and 
= while resisting the urge use Deception to lure 
mis io activate Gunzerker % Bewm away trom you, 
“= until Boom has been Wail until Deception has 


ilushed from the cannon, With the 
cannon out of service, quickly turn and 
kill Bewm, then unleash Ganzerker fo cut 
down Boom and any Psychos that attack. 


almost expired, then shoot Big Bertha 
lor heavy damage. Kill Bewm and 
continue to use Dereption to finish off 
Big Bertha and Boom. 
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Once loose on the battlefield, Boom attacks primarily with | ih nt Hi WAU ITI PUMA th 
a shotgun and by using his jetpack to move quickly around city LUA eda Mi 

the area. Boom has considerable armor and a large health 
pool, so it can take some time to kill him if you're wielding 
underpowered guns (another reason il pays to complete 
optional missions as they become available). Though 
impressive in both flight and resiliency, Boom is mortal and 


has the same weaknesses as olhers who bleed: headshots. 
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| ® INTEL FILE 813K1 


BOOM BEWM 


Chorocteristics: | Threat Level: 
Love explosives High |eaplosives| 


Intel Report: 
Captain Flynt's litetenant “Boom Bewm” is actually 
a duo of bandil brothers: a demolitions expert named 
Hoom, and a jorritying midge! “rocket enthesiaat™ 

named Gewm, The contetion shems trom the tact that 
the two are £0 wtterly inseparable thal i's easier bo 






















Rescuing the “Master” 


While it may have been fun to blast Clapirap with Big Bertha (okay, it 
itl Ht definitely was) you ve only served to lawnch him directly into the enemy 

" stronghold. Now you must rescue him from serving as the honorary 
punching bag for Captain Flynt's crew! Fortunately for him, you were headed 
in that direction anyway. 
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Take a moment to eliminate the bandits and Rakk near the yurt set up on 
the ice floe, then approach the lange gate to the left. Have your Action Skill 


ready for deployment and put it to use the moment the gate opens, a5 several 


Killar Marauders are bound to attack. Advance slowly and fix your sights on 
the barrels up the hill beyond the gate. Sneak behind the buildings on the 
left, along the edge of the ice, to avoid walking straight up the main path 

into harm's way. The Soaring Dragon area ts crawling with all manner of 
human enemies and it pays to seek oul spots where you cant be surrounded 
Sticking to the far-left edge allows you to get the drop on the next wave 

of enemies, located shortly beyond the second elemental barrel. Loot the 
contents of the chest on the lett, just before reaching the ladder 


a A ne “hl 

Climb the ladder and put your Action Skill to use to quickly gain the upper 
hand on the enemies guarding the main path near the open gate. This fs the 
perfect spot to use a bit of cunning to draw enemy attention to one position 
and attack from another. |f playing ag Axton, consider lobbing your Sabre 
Turret down onto the ground near the gate while firing from above. Similarly 
if you have a human ally playing alongside you, this is a great spot to divide 
and conquer! 
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Continue under the overhanging ica past the New-U Station and scour the 
area for lootable containers as you make your way to the supplies banner, 
larget the barrel on the deck beyond the tent and wait for the two enemies 


to exit the house before considering the area secure. Although an Explosive 


Barrel will just kill the enemy patrolling the deck, an Incendiary Barrel will 
bum long enough to also destroy the reinforcements as they come to aid 
their brother-iin-arms 





Sell off all those unwanted guns you're undoubtedly carrying and see if Dr 
Zed’s vending machine has a better shield for you. Numerous enemies are 
gathered around the campfire just beyond the overhead walkway up ahead. 
Take cover under the bridge while you dispatch the opposition on the lower 
level, then loop up the slope on the far lett side of the bridge and eliminate 


the remaining foes from the cover above the ramp 


By now, the sounds of Claptrap’s pleas for restraint will be all too clear 
Continue around the northern end of the area to where three of Flynt’s 
thugs are beating on Claptrap. Take them out, then regroup with Claptrap to 
continue on together 
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Minion! Ascend! 





Join Clapiapatihehasd = 
the Stairs, where hes forced (Rete eee 

to wait while you make ve f ld 
your way to the crane’s | Roulill "Phan 
controls up on top. Climb he 
the stairs to the interior of 
the freighter and quietly slip 
up the Second small set of 
stairs on the ngnt toward 
the toilet. Fire a shot into 
ihe distance to draw the 
enemy s attention and wait 
for reinforcements to exit 
from the left and right-hand 
doors. Quickly target the 
barrels on either side of the 
area hear the generator to 
lay waste to the lot of them 


Follow the brightly-tit arrow up the ramp to the next level and duck hard to the 
night to enter the crew's quarters to find a big chest and a number of lootable 
containers. Proceed along the left-hand walkway to draw a number of distant 
enemies out of Niding—they Ul literally Diow the walls down and attack beyond 
a large gap in the floor. Start the fight by shooting the anamy near the barrel 
On the lett or the ones to the right, then duck left along the wreckage to stay 
Clear of the crosstire, Stick close to the stairs you ascended and put your 
Action Skill to use here. Don’t advance along the narrow walkway until you've 
ai least lobbed a few grenades at the anemies up ahead 

LOOT ine nuMerous THlets mi the area and run up the stars toward the cranes 
lever. Take a minute io explore the off-overlooked upper level of the freighter 
to find the Cult of the Vault symbol and a chest, then raise Claptrap and follow 
him up to the dack of the ship, Stock wp on ammo at the vending machine 








| you defend him against the mass of Marauders and Psychos lying in wait near 
| the campfire up ahead. Claptrap will run and tide—there’s no need to worry 





—{WALKTHROUGH) 





Claptrap is more than happy to show you the way to Flynt, just as soon as 


about him (not that you would anyway), Quickly take cover around the comer 
behind one of the huts and eliminate any Psychos or Midgets that charge your 
position, The main threat typically comes from the enemies on the elevated 
walkway beyond the campfire, Stick behind taller cover until all of the ground- 
based enemes have been eliminated. Take aim on the elemental barrels on the 
Upper walkway and stairs to mill those you can and bounce a grenade or two 
off the walls to hit those behind cover 
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Captain Flynt's Vitals 


HEALTH MLL Pie 








Captain Flynt emerges trom the wheelhouse of the doomed freighter and lakes up position alop a wooden platform overlooking the 
deck of the massive ship. Flynt, like any respectable captain, isn't about to get his hands dirty unless absolutely necessary. And in 
this case, il means a number of Badass Marauders and Killer Marauders are set to attack. Stick to the far end of the ship, away from 
Captain Flynt, and pepper him with long-range attacks while you pul down the initial wave of Marauders. Gradually advance across the 


deck as each enemy falls while continuing to take shots al Flynt. 











The deck of The Soaring Dragon contains multiple fire grates that will periodically erupt in flaming geysers. Make a point of staying 


ahaa 





clear of these panels, unless you absolutely need to pick up an Insta-Health or ammo that gets dropped on them. Instead, stick to the 
solid decking or even the small landing alop the stairs on the side of the ship. 


Captain Flynt will soon erupt in flame and leap down from his perch. In addition to firing a Fire-imbued pistol and wielding a hetty 
warclub that he uses for lunging melee attacks, he also has a deadly Dragon Breath attack that must be avoided. While aflame, Flynt 
will also reflect your bullets back at you. His suit of fire will periodically become extinguished, as if to lure you closer to him, only so 
he can rear hack and let out a mighty scream thal reignites his suil and sends a shockwave of fire out in all directions. 


FIREPROOF 


Gain an additional Badass Rank by defeating Captain Flynt withoul ever being hit by his Dragon Breath attack. To do this, you must stay out of range 
of fhe faming shockwave that radiates outwards from him when he lets out tvs fiery roar. One way to ensure you're safe from this attack is to ron 
up the slanted wall of the tower fo the area jos! below the wooden platform where he initially appears. You'll stil! be vulnerable to quofire and other 
ranged attacks, bul af least you'll be safe from his Dragon Breath altack—and the Burning Psychos!. 


CHALLENGE! 


Consider the following techniques for completing Fireproof with each class: 








Axton: Use the Sabre Turret to fend off the Marauders and Burning 
Psychos while you focus on Captain Flynt. Lob grenades al him and 
continue to fire on Captain Flynt, Keep moving and collect! as many 
ammo pickups and Insta-Healths as possible. Continue to deploy the 
Sabre Turrel al every opportunity. 


Maya: Use your Phaselock ability to aid you in tending off the initial 
Marauder attack, then climb the slanted surface to gel away from 
the Burning Psychos. Trap Captain Flynt in Phaselock and open fire 
with your most powerful gun, so long as i's nal a fire elemental, 
Continue to Phaselock Captain Flynt ower and over. 


Salvador Activate Gunzerker as soon as the Marauders make their 
appearance to gel through the initial scuffle unscathed. This also 
enables the Gunzerker cooldown to end right about the time you need il 


~~ most. Maintain a sale distance from Captain Flynt while following him 


around the deck. Try equipping two weapons with large magazine sizes 
to gel the most oul of your Gunzerker ability. 


Fero: Deploy Deception to grab the atlention of the Marauders al the 
start of the battle and open fire on Captain Flynt with a single sniper 
shot just before the timer expires. Continue to use Deception to keep the 
Burning Psychos off your tail while hammering Captain Flynt with single, 
powertul rifle shots, 
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dora that no living being should ever visit, Fife wits bellymeongs 


So named for its three stome crags, Three Horns is one : 
and Bloodshot Bandrts, Three Howes has marked the eed ot many & braveler's poUmmey. Countless los! souls have frazen or bled to death in the snow, 
mere miles away irom Sanctuary t Gales, 
jataing a barren expanse ol snow-covered mowntains and ice-lined caves thal lorm a figure-eight al sorts Hinged by moustaies 
the west, tho landscape is prona to induce bowls will claustrophobia ie its visitors, a stark contrast to the relative 
Three Horns Divide fs a place at lawlessness where alt of man's—and sature's—basedl instincts prevail. Mottiple 
pangs throughout western Three of notably 24 The Orydocks and Windblock Camp. The 
tiny card Chal runs beneath the snow along the racienn side olf tise region, bul they are 
ii thal dagen’ pound (tne 8 good enaugh reason to mind your step. Me 
d try anything caught nearby once they ve been dinineed. 


Three Horns Divide ¢ 
to the eat! and precipfows clifls bo 
satety and calm ot nearby Sancwwary, 
handil gangs have established elaborabe comp 
familiar bullymengs are alsa bn abundance, partecutarhy im the beg 
not alowe. A small den al Skags resides in a pal ng tar trom the city gales. And 
area's loee plant, the Stiaging Cacti ope their innate electrical current to rap. plzele, 0 
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Additional Challenges 
Kili Boll without hurting any al his poor snow 
the optional missions section of 





Man's Best Friends 
Skags (see “In Memoriam” in 
thig book lor details). 
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canctuary. The last freecity on Pandora. Within its walls, you wall find 
Holand, the leader of the resistance agains? Handsome Jack, You'll 
also find safety, comfort. and at least a few people whose primary 
Mocs of communication mnt delivered through the barrel of a gun 
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Gi fe Sanctuary. « Will Reiss's attackers. 
 # Use Catch-s-Aide. * Gel power core. 
4 Gal Hyperion atapter © Boas: Kilt 20 Blosdshats. 
k —@ ineptall Hyperion adapter. * Contact Ll, Davis 
You set sail with Claptrap, bidding an anxious farewell to the frozen lands eee creel ss 
of Southarn Shelf, only to dock in the equally frigid and ice-covered region saying beens acalalans 
7 j : ahs Tn © Find Corporal Attics. * lestall power core 





known as Three Horns Divide. So much for dreams of warmer climes... Exit 


ihe ship and strike out on foot toward the canyon beneath the bridge just as : STORY MISSION REWARDS 


a vehicle quickly speeds across the span, only to turn and fire its rockets at | 
it. Judging by the EGHO communications you overhear, those rockets came | eve | mowty |e GEAR 
from one Corporal Reiss, a member of the Crimson Raiders who is actively 8 SiG (S118 with Bonus) 948 Assault Rif 
trying to keep the bandits from reaching Sanctuary. Little did he know a Vault : 







tp jump it 





| cae : : 
MAKIN’ iT PURPLE RAIN | a@-Ride machines can be used to deploy vehicles on command, but this one 
—_—_—_—_—_—_—_——_—__ has been locked down so the bandits can't use it. The Guardian Angel can't 
Keep an the laokout for purple loot drops that resemble a flat bar, | override the system since it's not part of the Hyperion network, but she’s 
This is Eridiun, the most precious commodity an Pandora ond o highly detected an inactive Hyperion ‘bot in the nearby camp. If you can get the 
Sought-after alternate currency that is traded on the block market. Hyperion adapter from it, she just might be able to hack the Gatch-a-Ride 
Never pass on the opportunity to add ta your Eridium stockpile! Yous = ai 
‘be oble to use your Eridium to buy additional equipment slots for your 









HANNE 





2 PATH OF MOST RESISTANCE 


Take a moment to outfit yoursell with some proper gear (and sell off the 
you scrounged from The Soaring Dragon) at the vending 


difficult to shoot around. You aren't likely to encounter any shieid-carrying 


Nomads initially, but i you do, it's best to use your Action Skill or hit them 
with an elamental weapon that will at least inflict a status effect on the enemy 


otick near the entrance to the camp to avoid being surrounded and open fire 
on the various elamental barrels scattered around the camp. Soften up the 
Psychos to make fora quick Second Wind should you need it, but focus on 
the Nomads and Crazed Marauders. The latter are particularly adept at using 
cover and can be tricky to flush out of hiding without the assistance of an 
Action Skill or grenade. 


Raid the chest and containers on the edge of tha cliff, then locate the inactrve 
Hyperion ‘bot at the rear of the camp. Retrieve the Hyperion Network Adapter 
and return to the Gatch-a-Ride. Once the adapter has been installed, the 
Guardian Angel will be able to bring the system online. Now you can use any 
Catch-a-Ride on Pandora, starting with this one. Deploy the Light Runner of 
your cholce—heavy machine gun of rocket launcher—and jump the gap in 
the bridge to continue toward Sanctuary! 
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i. rte Tee, as cae : oe eee eer 
Nartisrittic: Delesional: Sadistic, Has a take face | Unbelievable [he kilts caitdren bor sport) 


Intel Report 

is tha aan CEO of the manulacturing conginmerate Hyperion Corp, Jack has everything a man could waul— 
charm, intelligence, immeaserable wealth, and an army of gun-toting robots to obey hit every comm and. Jus 
one problem: the guy's kind of a psychotic, mass-murdering douchebag. A lew years ago, viel levaroged the 

might ol Hyperion to wrest contro! over most of the planet and has bean tarrovizing the pogubation bn the nama 
of bringing “peace” lo Pandora. Ol course. we re ganna take Jack's peace ond show bim exactly where he can 


fhave 
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Steer the vehicle into the icy tunnel on the left and open fire on the hordes in fn in 

of bullymongs that make their den here. So what if this is their home; there Stor ming the hates of Sal Ciuary 

be XP beneath that fur! And loot! Practice using the Light Runner's turbo a - ~ = 

and power-side teatures and open fire with the hood-mounted machine gun. Pilot the Light Runner across the undulating plains as you continue north 

The vehicle's secondary weapon is mounted ona turret and can be almedin across Three Horns Divide toward the gated city of Sanctuary. Those looking 

full 360-degrees, even while driving. Drive your way northward through the to Squeeze every drop of XP out of Pandora's inhabitants should slide some 

tunnel, deap beneath the snowy plains above (this is why the minimap isn't donuts in the fetid pit to the right of the signs for Sanctuary, as there are 

being completely revealed to the east and west). Exit the tunnel's northern certain to be a bevy of skags living there. Either way, hang a right at the 

terminus and continue north across the plains. intersection and follow the signs (and the waypoint on your minimap) straight 
ahead to Sanctuary’s gate. 


om  POWERSUIDING 10 FREEDOM 


Don't worry if you drive the vehicle off a jump and happen to get 
it wedged between o few rocks. Although it might seem like you 
cont go anywhere, just let off the accelerator for o moment. 
then hold the handbrake, apply some reverse throttle, and steer 
to slide out of the trap, This is rorely necessory os Scooter has 
mode it clmost impossible to get one of his vehicles stuck, but 

it con sometimes save you from hoveng to hoof it bork tn the 
nearest Cotch-c-ride 


Park the Light Runner in the middle of the street and open fire on the Bandit 
| clamoring for entry at the gate—you're going to want to make sure the 
A GAR 5 LIFE | Coast iS clear before trying to use the intercom. Swap seats inside the Light 
=r SnOTUNNPTTESEEREHSEL <0 | Runner to ma nually mount the gunners seat in the turret, as this will allow 
hen driving o vehicle, your heatth meter is reploced by your for greater precision when aiming thanks to the turret’s 200m controls. This 
vehicle's armor meter. Vehicles level up with you, so the higher the iS Particularly helptul when aiming at enemies behind cover, as you fire with 
driver's level, the more damage the vehicle can withstand, Vehicles near-pinpoint accuracy! 


have on auto-repoir mechonism thot will activate if you con ovaid secainsiaiiiieebiiilis 
damage for opproximately 10 seconds, If its armor meter hits 

zero, your car will explode. ejecting its occupants in a very violent 

‘and definitely unsafe fashion. 


BADASS LOOT CHEST 


Assuming you don't mind ¢ bit of a challenge, it’s worth exploring 
uppermost house contains o valuable weapons coche hidden 
behind a locked door, That door will be autematically kicked open 
by a Badass Psycho and Badass Nomad os you ascend the stairs 
‘toward it, so be ready. Quickly retreat down the stairs and use 
the existing elemental barrels. grenades, and your Fiction Skil to 
defeat them. You may even want to return to the relotive sofety 
_of your Light Runner ond use its turret against them, With the coast clear, exit the vehicle and use the intercom to speak to Lt 
nH Wut Davis who promptly patches in Roland, the leader of the Crimson Raiders 
He can t let you in—yel—because one of his men, Corporal Reiss, has gone 
missing while searching for a replacement Power Core for the city’s shield 
He'll not only fet you into Sanctuary, but promises to welcome you into the 
Crimson Raider resistance, too; that is, if you can find Corporal Reiss and 
retrieve the Power Core. 


Hop back into your vehicle (or Spawn a new one near the intercom outside 
the gate) and head southwest, Take a left at the Fast Travel Station and Catch- 
a-Ride and continue along the road toward the icefall in the distance, then 
make a hard right-hand tum toward the ship perched atop the shacks. 
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Find Corpor ee Reiss 
Go to Sanctuary: | 


Continue west toward the bullymong dens and burning cars beyond the 
suspended ship, Gun down the local fauna and collect the ECHO Recorder in 


the middle of the path—it's from Corporal Raiss STINGING CACTI 


Houldn’t it figure thot when you finaly enecuavier scve seaddcinee 


“Whi, : of flora on Pandora, it would be a plant capable of killing you? 
| Stinging Cacti ore perfectly benign if left clone. but it only takes” 
one bullet to send them sporking. Their electric current reaches 
a to your advantage by luring bullymangs inte the Stinging Coctis 


The Fioced io Sosctaary 


Pe) PICK Up 


BONUS: KILL 20 BLOODSHOTS 


Bonus objectives such as this one ore purely optional, butare 
O great woy to increase the cosh payout rewarded to you for 
Completing the mission. In this cose. oll you need to do is keep on 
fighting until you kil 20 Bioodshot bandits. And if you kill every 
last enemy in lindbreck Camp and ore still shy of the requirement, 
just take your time driving bock to Sanctuary ond kill the bandits 
holed up in the camp outside the gote [youll need to give them time 
ta respawn. 












Corporal Reiss is in Pieces 


Park the vehicle at either of the sets of massive tusks rising from the ground, These makeshift barriers serve to keep vehicles out, thus making it $0 you can 
\ continue only on foot. 





Fight your way past the bullymongs—use the Stinging Cacti to your advantage—and head up the slope and around the corner to where three Bloodshots are 
busily delivering a massive beating to Corporal Reiss. Untike the blows administered to Claptrap back at the Soaring Dragon, you can be assured that Corporal 
Reiss (6 Suffering much internal bleeding 


Kill Raiss’s attackers, as well as the pesky Rakk that dive-bomb the area (Axton’s Sabre Turret is the perfect Rakk-killing tool), then speak to Reiss. 
A Psycho made off with tha Power Gore and it's up to you to get it back. The Bloodshots fled to nearby Windbreak Camp, just down the hill from where you 
entered the Marrowfiald 
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Core Retrieval 





There are a number of ways you can go about retrieving the Power Core, but they ultimately fall somewhere between an exhaustive, methodical approach 
that sweeps the area clear of loot and enemies and an approach that lures the Psycho with the Power Gore night to your feet. Let's discuss the lengthier, more 
elaborate tactic first 


Approach the antrance to Windbreak Camp and scout the area quietly. The left-hand side of the camp is patrollad by a variety of Psychos, Marauders, and a 
Nomad or two. The right-hand side of the camp is empty, One strategy is to sneak in without firing any weapons, then climb the stairs on the right and raid the 
houses and walkways of lool. There's a very large, multi-weapon chest high above the ground on the north side of Windbreak Camp that's certainly worth the 
search. From this elevated position, you can rain gunfire down on the Bloodshots from deep within their camp 
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ROAD LESS TRAVELLED 


It took some doing, but you got yourself a set of 
wheels, kihed o few members of the Bloodshot gong, and 
got the Crimson Raiders top brass singing your pramses 
Best of all youve reached the safe confines of Sanctuary, the only 
place on Pandora where you con be reasonably certain thot you 
won t get shot. No promises, 
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+ Moe! guard af gate * Install second foe! cell 
= Epesk io town mechanic © Roy something from Creasy Earl 
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© Prok ap fire! pelle * PN fo Cringe Aide 
* Help Sonper wifi Plaa # # Unlock Rodan) commun ceater. 
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ade it across the bridge and helped replace the Power Core, but you're 
not inside Sanctuary yel. Gross the plaza to the interior gate and speak to Pvt 
Jessup; he'll let you in, provided you don't get between him and the control Haitt $79 1187 Storage Deck Upgrade (Purple} 
panel on the right. Roland isn’t around, but he left specific instructions on “Money ane od XP may vary based on ptever’s level stad df able 
what the Crimson Raiders should do if he ever failed to return. And now it 
fallen on you to help execute that plan 














A TRIBUTE TO A FAN 


A fellow Voult Hunter by the nome of Michael Homoril can be found wandering around 
Sanctuory, sometimes standing neor the slot mochines in MoXXiis Bor. Seek him 

out each time you return to Sonctuory to receive o free weopan [and unlock on 
Achievement/ Trophy). The real Michoe!l Momoril will unfortunately never see whot s 
become of Pandora since the apening of the first vault. but his spirit will forever live on 
in Sanctuary thonks to this wonderful tribute by the folks at Gearbox, 









_ Optional Missions Available 

Handsome Jack himself radios aver the ECHO device to tell you it will be al least afew months belore he can kill | 

you, now that you made it to Sanctuary, Plan 8 can wail. Have a look around lown and lackle a few of the optional 

missions that are available. You can knock off the four “Aock, Paper, Genocide” missions in tive minutes tial and pick il 

yoursell up a coo! 1200 XP for your elforts—withoul even jeaving Sancluary! “The Name Game” and “Assassinale 7 rr 

fhe Assassins” are a bil more involved. buf beth are highly rewarding. Get back oul imo Three Horns and go do them. “) 

Trust ws: You won’? be disappointed, 

* Aock, Paper. Geeccie: Fire Weapans! * Rock, Paper Genocide. Slag Weapoes! wna 
[pore] 


* Rock Paper, Geeociule: Shock Weapons! « The Wome Gone 
« Agcoecinate Me Aecpesiag 





* Aock Paper, Goaocale: Cerrageee Weapons! 
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Approach the garage just inside the gate to meet Scooter, the town mechanic He sells storage deck upgrades (SDUs) of various types. Go ahead and spend 
and proprietor of the Catch-a-Ride system. Scooter, among other things, isa  Scooter's Eridium on any itam you want and Crazy Earl will throw in a third 
little too excited about Pian 6, especially since he's got you to boss around. fuel cell free of charge 

Take the Eridium he hands you—you'll know why soon enough—and take a 
stroll around his garage to pick up the two fuel cells he’s got laying around 
One is on the shelf on the lower level, near the red car; the other is'on the 
Upper level, on the shelves néar the lockers 






















Now that you ve got two of the fuel cells, head to the center of town and 
install them into the ignition primers. The first ignition primer is in front of 
Pierce Station, to the leit of the monument in the center, Lift the hatch and 
pop it in. The second one is across the town square, near the stairs 


Threat Level: 

geal Moderate (due 12 

With the two fuel cells installed, it's time to go about getting Choractersti* 
the third. Make your way past the Sanctuary Bounty Board mechanically ima 

and down the slaps toward the purple neon sign advertising 

the Sanctuary Hostel, It's bean a long time since any tourists 

\ nave braved the bandits and bullymongs to visit Sanctuary 
and the hostel is now nothing more than a front for Crazy 

Earl's iicit black market shop, Crazy Earl only accepts 
Eridium—and all of his items sell in multiples of 4 Eridium 
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Return to the center of town and install the final Fuel Cell 

into the ve primer near Dr. Zed’s. Now stand back and 
e monument in the center of town to reveal its true Mite : 
Le cit 
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NEW IN TOWN 


Youre off to a great stort in your new 

home of Sanctuary. You've no doubt met 
some of the locals. you got the keys to 
Crimson Roders HQ, ond you maybe even hod 
a chonce to try your hands ot the siots—you 
hove met Moxxi, nght? Sure, you couldnt get 
the city to tum into o giant fhyng fortress 
like Scooter was hoping, but it's not like 
anybody really expected it to work in the first 
place. At beast not with Scooter in command, 
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TOE MERCY 


Horns Valley is home to several bandit camps, incieding 
One run by the rethiess Flanksteak and his cronies a 
Bloodshot Shams, of oars, even they don't have the 
Hace ail to themselves 

Valley is positively craw 
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SUUTHPAW STEAM & POWER © 


The timeline of the Soelhpaw Steam and Power pland can be semmarired in three bullet poles. 
1. Steam plant is built 

2. Bloodshot bandits raid seam plant, 

4. Screaming 









The Southpaw plant wat never a place you'd necessarily wan to bring your kisis. bal belore the Bloodshots took Mf over il was, af leas, nolably devon 

of human shaslis and Naming effigies. Entirely off the beaten path, this tro-toer lacility is anby visiled either by misiake of betause somenoe acivally 
volunteered io ~Assatsinale ihe Assaitins.~ Be aware thal macy of the doors throwghoet the area can be oniocked trom enly one side—teep exploring to 
complete the figane-eight loop back to the staring poled 
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3 FROSTBURN () 
Bors Roo Kill ail four assassins within 10 minutes | 

(see “Assassinate the Assassins” in the Optional Missions section of 

this guide for details). : 


Hone ol the Firehawk and lite incinerator Bandit clan, Frosiborn Canyon iz a shady in 
conferion The locimerator bandits ese tlame-based weaponry. despite being sunounded 
by ite: and the Firchawi has made his home inthe conyon'’s abaedoned caves, only 
Dlew handred feet away Irom the bandits he declared war on long ago, Adventurers 
Wishing ti brawe (hig ADaTEne Mare Mo reach Che Fireheawh will tate an immediate 
chglee regarding witch direction to ga. The winding trails theoagh the canyons and 
caved da deed crota ai numerous points. bel many ol hese crossings are one-way, 
fed Can levee 3 perton woedering how fhe heck [ey'll find their way back oul. Those 
who knep (simple and stich to whichever main path they chogte—there are esdentially 
hwe hoops spiraling cul tro ihe entry poini—can choose the lengthy clockwise boop 
Throogis multiple amd comps io the Firehowi's Lair, of bead counterclockwise around 
The back way (hroegh Froven Ani Lake. Ener way, | wauld probably save a lol of troebte 
nd right-minded person ever vised Frosihem Canyon 
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Kill Scorch withow!l damaging his minions 
(see “Cull Following: False ldots” in the Optional Missions section 
of this guide tor details). 
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In order to defeat Jack, you must tind a soldier named Roland 
A Search of Roland's Sale may reveal a clue to where he’s gone. 


MISSION OBJECTIVES 
* tise Aotend’s rate * Grab Eridiam angget, 
© Golo Frostborn Canyon © Give Eridium to Lilith. 
© Fallow 7 Bloodshot signs. * Deteat Bandits. 

* Find the Firehawt. © Grab Evidlion mugged. 
# Revive Lilith, © idee Erietnam to Lit 
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Make your way back to Sanctuary and head up to the second floor of 

the Crimson Raiders HQ. Open Roland's safe to find a mysterious ECHO 
Recorder, Move this mission item to an empty slot in your backpack in order 
to play It. An anonymous and paintully masked voice claiming to be the 
Firehawk demands that Roland meet in Frostbum Ganyon. You need to get to 
Frostburn Canyon if you ever want to see him again! 
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Optional Missions 
Available 


lhe new aotional missions availaine take place ' 









in two areas; Sanctuary and Three Horns Valley 


Even if you're liching to. do your part for the 










I resistance and mee! up with Rolaad, af least } 
Lu fake on fhe “Glaplrag's Secrel Stash” and “Do 
> No Harm” nvssions—ihey re both extremaly 
cT Shon ang lake place right in Sanctuary. it's 
Fe particularly worth finding Claptrap'’s seerel stash | 
wh you re playing fhrawgh the game with mute 
= PRAT Tt characters, as if ailows you to share ems 
A elite between the Vaull Hunters an your profile. “Do | 
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Ww 
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lf Roland is truly being held by 
this Firehawk person, then you're 
going to have to get over to 
rrostbum Ganyon.and rescue him ‘ Ba 
right away. Exit Sanctuary, grab i, "whnasetaa A a ii ll Ia 
a Light Runne from the Cateh-a- | Na a 
Ride, and Start heading south as . : . 
T you were driving back toward 
the Marrowfield. Ignore the tunne 
leading to Thirty Below on the left 
and continue to the r grt of the 
frozen watertall, past the elevated 
ship. Make a hard lett beyond the 
ship and arive (or run) across the 


Po * ; i* . 
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S imeee Frostburn A jipieee! T 

The t WHOS ee Frostbu [ | fb ae ssid 
Canyon have set up a checkpoint ‘ jane 

sorts outside the canyon's | a ‘i . 
Of Sorts outside af yu | a —_ iy 10 
entrance, meaning you're going 
to have to fight your way in. This 
is the first area of many to come 





where you ll encounter Nomad 
Pyros. These guys are highly resistant to fire, so have at least one non-fire weapon equipped and, if possible, swap toa Grenade Mod that inflicts explos 


another elamental type instead of fire 





Don't hesitate to fall back outside the aati to the bandit camp if the action gets too heated. There's plenty of cover out there, thanks to its fortress-like wal 
on either side of the entryway, Use this cover to play the angles against olated enemies and use the narrow open ing to funnal them directly into your gunfire 


Ga to Frostburn Canyon. 
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All Signs Point to Your Doom 


The Guardian Angel will shed some light on the skirmish you witness upon 
entering Frostburn Canyon. Use the vending machines on the left to stock 

Up On ammo and swap to non-fire weapons and grenades for flexibility, if 
possible, The Bloodshots you saw in the distance have erected seven signs 
pointing the way to the Firehawk’s Lair. These guys are taking revenge on the 
Firehawk for past killings and have posted these signs to halp their mambers 
find the way in this very twisty, multi-level canyon 





it 


Lil 


The first of Sevan signs is straight ahead, at the crossroads in front of the 
icefall, Follow the corpse's outstretched arm to the right to locate Incinerator 
Camp just beyond the windmill on the left. This area Is typically devoid of 
enemies and likely has some loot you can find. Take a moment to collect 
some extra money. 


Continue to the night and loop around the northeast comer of Frostbum 
Canyon in a clockwise direction, The next stop is Blisterpus Camp. Stay high 
On the ica near Incinerator Camp and clear out the enemies on the upper latt- 
hand portion of Blisterpus Gamp so you can snipe the many Burning Psychos 
and Nomad Pyros down below without getting too close. 
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Blisterpus Camp will likely yield your first encounter with a Goliath. These 
crazed beasts only appear calm thanks to the iron mask affixed to their heads. 
if that mask comes off, look out! Shooting a Goliath in the head causes it to 
essentially bevel up and become a Raging Goliath, at which point it attacks 
anything nearby, including its bandit allies. You can use Goliaths to your 
advantage by sniping their masks off from afar to effectively unleash them on 
an enemy encampment. This is particularly useful against Nomad Pyros and 
Badass Psychos, who can pose a serious challange in numbers. Just know 
that you do not receive any XP for the enemies killed by a Goliath, even if you 
inflict the majority of the damage. 


There's no need to fully incite everyone in Blisterpus Camp if you don't want 
to. It's possible to bypass much of the camp by just skirting it via the rocky 
path on the right, away from the elevated walkways and huts. then Continuing 
Straight for the second Bloodshot Sign near the New-U station. Nevertheless 
Blisterpus Camp is a great spot to farm XP. gather some good loot, and even 
encounter a Midget Loot Marauder who, when killed, gushes forth a veritable 
fountain of money and loot—think of him as pifata of evil! 


Venture south past Blisterpus Gamp and into the narrow depths of Blacktoe 
Canyon, home of the spiderant species. Like most other creatures in Pandora 
Bpiderants have a distinct weakness that Ceapending on your Tirepower, can 
resuli in a one-shot kill. Aim tor their unprotected abdomen to eliminate them 
QUICKIY a5 Opposed to chipping away at ther armored carapace or head. Try 
to snipe from afar before they even know you're there: otherwise, they'll do 
everything in their power to cover their ass—literally 


FA Raging Gohath kills everything in hes sight-incheding other 
bandits. Eoch successive enemy he sloys builds up his internal 
roge meter and periodically hel “rage up" to Badass Goliath 
Super Bodoss Gohath, Uitimate Bodass Goliath, and God-hath 
forms. With each new form, the raging Golath becomes larger. 
stranger, ond mare lethal. Other enemies in the area will 
hove o very hard time defending themselves against a Super 
Bodoss Gobath and little to no chance against an Ultimate 
Badass Golath or God-liath, This means that it will be up to 
you to ultimately kill him--good luck with that. 


GOD-LIATH COMPLEX 


For tips on how to conquer this deadliest of bandit foes 
and unlock the ‘Goliath, Meet Dovid" bonus, check out the 


Achievements & Trophies section of this guide. You can also 
find tips on unlocking thot Achievement/ Trophy where we 
detoil the Pretty Good Train Robbery” optional mission. 
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Fight through Blacktoe Canyon to the stairs in the distance where the fourth 
and fiith Bloodshot Signs are. Leave the barrel at the landing as-is and 


“oD 


continue up the stairs toward the Totem of Fire in the distance, Kill any lesser 
anemies that allack until a Badass Psycho appears. Pepper him with shots 
then, if he’s giving you trouble, lead him back down the stairs and detonate 
the barrel you passed earlier. A second Badass Psycho may atiack not far 
from where the first originated, but at least you'll be able to face him alone 


Continue on to the fifth Bloodshot sign in the distance and stay to the lett 

to climb onto the icy plateau near the supply depot. Set to clearing out the 
Spiderants in the area without disturbing the bandits in camp below. Focus 
on taking out the Spiderant Workers first to cut down on the webbing being 
shot your way. These creatures spew a form of webbing that not only blocks 
yOur Vision and does minor damage, but also slows you down, making you 
vulnerable to attack from their deadly pinchers 
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Once you ve killed the spiderants and Galnered up the loot, you can start 
using this icy vantage point to snipe the Nomad Pyros, Gollaths, and other 
assorted baddies in Ashworth Camp below. Ashworth Camp is similar to 
Blisterpus Camp in terms of size and the number of enemies residing in all of 
those huts and teepees. Stick to the upper left-hand side and use the barrels 
along the walkway to eliminate the Burming Psychos and others residing up 
top, then head out onto the bBOge to rad the weapons chest perched above 
the abyss. Dascend to solid ground and locate the chest behind the teapes 
just north of the westernmost Totem of Fire 





Continue into the forked cave up ahead to find the sixth Bloodshot Sign 
pointing toward the Firehawk Lair. The first few traps that the Guardian Angel 
warms you of are all on the right-hand side of the tunnel. Look for the metal 
pipes and keep to the far left to avoid the fire that erupts from tham as you 
get near. Later traps are located in the ceiling, but can be easily avoided 


Carefully balance your way across the narrow metal bridges erected over the 





chasm and proceed through the winding cave to the northwest. The seventh 
Bloodshot Sign lies just beyond the second balance-beam., along wit 


another 



























= PATH OF MOST RESISTANCE 







Enter the Firehawk Lair to meet the one and only Lilith, one of the world’s only 
sirens and a former Vault Hunter like yourself, Lilith was one of the four Vault 
Hunters responsible for opening the first Vault. She's been hiding out ever 
since, but she’s Seen better days. Help her to her feet, then fetch the Enidium 
Nugget (rom the strongbox on the platform to the north and give it to her 





You get Lilith back to her feet just as the Bloodshots find a way into her tair 
The first wave of Bloodshots attack from the northem platform, where you 
just retrieved the Eridium Nugget. Consisting mostly of Psychos and Crazed 
Marauders, many will Tall quite quickly to Lilith’s Phaseblast attacks, The 
rest are yours 10 MOp up. You Can head up onto the northern piatiorm and 
take the fight to them or you can stay down in the center and kill them as 
they charge down the stairs. Either way, avoid shooting any barrels until the 
Badass Psycho appears, His arrival signals the end of the first wave 
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The second wave attacks from the western platform. Although the same 
vanety of enemies altacks in this second wave, they are more numerous 
and harder to beat Dack al close range. Consider staying on the lower level 
Of Making a Stand on the northern platiorm to give the Bloodshots more 
time to spread out. Gun them down as they make their way up the stairs to 
the northern plationm, This wave ends with a simultaneous attack from tw 
Badass Psychos. Lilith will continue to assist, but you need to do the heavy 
inting. Target any barrels that have somehow remained intact and toss any 
grenades you have at them. It's important to intlict status effects to continue 
to drain their health whila you're reloading or running for cover 





Retrieve the Eridium Nugget from the strongbox on the western platform 
and give it to Lilith. Speak to her again to complete the mission and gain her 
assistance in searching for Roland 
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around in a coumter-clockwis® directs preed of bandit thats 
ever pet lool on Pandora, med tad Mike who guards fhe area 
walkway arcand the whirtpool, pou ll (ikeaty toned this. GUY waiting tor you a! the top, and he'll likaty be waiting wilh a rocket launcher 
biown up, you tl be right near the Binodshots haldieg celia! From there, just find the switch and ree Roland belore Hyperio® decides to oF 


ash the party! 
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Dangerous Beasts 


ENEMY 


BLOODSHOT RAMPARTS 


Upon entering the Bloodshal Ramparts, your eye will inevelably be drawa to 2 gigantic statee of Marcus Kincaid The Gloodshets 
created this jikeness of (he Ideal quesmth in the hopes that he would bless theen wilh weaponry, 3 practice we really would hiker hin 
to stop. To the Bloodshots. gums are the ultimate form of beawly and power. Il is therelere reasonable that they would ¢onacied a jum 
runner ba be the height of godliness. The Bioeahots believe thal he WMarcus shrine will reward those who appease if with sactilices of 


flesh... Yeah... Good fer then 


Bloodshot Ransparts ts the dam surtace. a ome-fime highway now littered with cars, ramshackle housing, and the aborementioned 
golden stvtue of Marcus Kencaid, With both the Bioodshots and Hypetion ater Commander Roland. expect to meel serious resintance 
trom both factions. Or, if yore smart, jest tet them duke it oot behetes themeelves. Even then, ifs going to be one tough fight oat 
there. if you're gomna gel Roland out akive, pou betier be bringing your A-jame 
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FRIENDSHIP GULA 


“Frinedship Gulag” is a Hyperion prison located north of Old Cahiwedl Qases in The Oust. Hyperion belt i out in the middle of 
nowhere, so nobody could hear (he screaming. Thit is where they send everyore they intend io squeere for information, of hold tor 
ransom, or jal torture for the bell of it. The ultra-modern lacility boasts nemeroes Quaid iowers. countless Hyperon Loaters and 
their protective Surveyors. and an army of trained combal Engineers. All Crimson Rabder attempts a! breaching the compound have 
ended in abject tailere. The prison is oftectively imponetrable, and it's athvised that no Raider get within a mibe of the place. 

All rescue aliempts should be considered hopeless, futibe, and suecidal, These who enter Friendship Gulag are never coming back. 


i's as simple as thal. 
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High Value Targets 
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HEAD TO BLOODSHOT STRONGHOLD 5 @y ° 
| AND RESCUE ROLAND. 
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Roland the de facto leader of the resistance against Hypenon and 
Handsome Jack, has been kidnapped by the Bloodshot bandil clan 
This és a bad thing, Lidith has instructed you to infiltrate Bloodshot 
Stronghold and break Roland out. Sample! 


MISSION OBJECTIVES 
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, - # Gel vehicle. © Bulle Rechnical stem 
# infiltrate Bloodshot Stranghalt? * Monk hare al gate. f Mn 
i " » Rescue Roland + Deteat Bad Maw ie es 
aii ill * Meal horn al gale. * Lower dew bridge. hh, 
ar iv P ws Hh Ni aa wl Cs lay . roe © Got te the WAR DIN. i 
TELM aN evi _— # Gel pasi Bloadshol gate. © UT WARD. 
_ * Harvest baartil vehicle parts, « Destroy ihe Loaders. 


aa * Rtn in Ei. 
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th’s ) teleport you directly to Bi 
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Optional Missions Available 
Prior to starting this mission, you should talk to Lilith 
and complete the “Cul! Following” tine of missions 
while Frostharn Ganyon is fresh in your mind. Finish 
al! four of those missions to get a legendary shield 
unigue to that mission (the first Nova style shield 
you're jikely to encounter). I's also benelicial to do 
fhe “Positive Sell Image” mission when it becomes 
available partway during “A Dam Fine Rescue” lo get 
your first Relic. The following optional missions are 
either available prior to (he start of this mission or 
become available during it 
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The Dust 


Scooter comes on the ECHO to inform you that his sister, Ellie might be able 
to help you out over in The Dust. You can access The Dust just to the right of 
the Catch-a-Ride near the Bloodshot Stronghold entrance. Once there, hug the 
canyons edge on the nght and steer straight for the junkyard in the distance 
Ellie's Garage is just beyond the pllas of scrap metal. She can’t help you right 
dway, Dut lt you harvest the necessary parts from five Bandit Technicals, she'll 
fix You up a ride guaranteed fo foo! any of the Bloodshot members! 


It pays to play it safe when attacking the enemy vehicles, especially if Buzzards 
are around. Don't hesitate to turn on the afterburners and flee to safety if your 
venice starts taking critical damage. Otherwise, you could be in for a long walk 
back to the nearest Catch-a-Ride station 


Bring the five bandit vehicle parts back to Ellie, then interact with the vehicle 
on the lift to make the necessary modifications. Ellie will enter the vehicle into 
the Catch-a-Ride system so that you'll be able to deploy a new Bandit Technica 
from any Catch-a-Ride system you encounter. Bandit Technicals come in 

two versions: sawblade and catapult. Select the Catapult Technical option for 
now—you ll see why in a minute—and drive back to Three Homs Valley 


~ BEN GETTLEMAN, 
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Undercover Driver 


Once back in Three Horns Valley, drive up to the Bloodshot Stronghold gate and honk the hom. Your new rit 


ihe gate. Wait for the gate to open, and then launch a couple of fuel drums at any Bl hot mambers you spot inside 
lett and right for good measure—you might even take out that turret that was firing at you before! 


Ta and take F | moment to kill any straggrers ann wwatort Ti ur harmrels gure up fhe Stairs nan ine regint to Saartt far seit 
a's aware you're not one of them, but it's too late—you've already cleaned out half of his force! The other half consists of Bad h 


that Bad Maw drops.and use it to unlock the wheel on the tert 
to gather up loot and money and to locate the Cult of the Vault symbol, 








Bad Mow’'s Vitals 





Bad Maw is a particularly tough Nomad Torlurer who wields a powerful 
shotgun in one hand and a large shield with three Midgets strapped to it in 
the other. Though he is indeed intimidating, and you'd be well-served 
io keep your distance, he's defeated quite easily once you know his 

secret: there's a large hole in the center of his shield! 


a —_ 


Shield-carrying Nomads all make a habil of carrying their shield in front 
of them, and Bad Maw is no exception. Pick off the merry Midgets 
one by one to expose the large hole in the center of the shield. 
Now you have a clear means of harming Bad Maw even with a 
lronial allack. Keep your distance, and pepper his torso with Fire- 
A ; . based guatire to sei him aflame. It's important to inflict him with 
Baie | a status effect, whether il be Fire, Corrosive, or Shock, since 
< . you'll gel few clean shots at his head. 





“a Lob grenades at Bad Maw while backpedaling around the 

Ny ate center of the encampment. Bad Maw continues firing his 

fi ie shotgun at you, but it’s his charging shield-bash attack thal 

. ; you really have to worry about. Do not let him get close to 
you! Always try to keep al least 10 to 20 yards from him to 

minimize the damage he can inflict, Use your Action Skills to 

) gain the upper hand, and target any barrels that survived the Catapult 
[| Technical's earlier barrage. 


and his Merry Midgets 
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ie }eit—we won t tell pe into the ganerato fe advancine Bruisers 
ouicide Psychos first, then lob ag lorturers who typically guard the rear of the r ht 
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SAFE GRAGKER 


Bioodshat Stranghold contains a number of safes that, at 


first glance, look like any other lootoble container. These 
sofes require o bit more thon o button press to open, 
however. Since they're locked. you must smash the lock 
mechanism with o melee strike in order to open it. Safes 
oimast universally contain cash, except when they also 
contain some Eridium. 





Continue along the right-hand side of the room from cover to cover If you 
can't take out the turret from afar with Phaselock of a high-powered sniper 
rifle. Move up the right side of roam, and clear out the enemies behind the 
beams. Do not rush! Take your time, keap your head down, and watch for 
gunfire from adversaries on the upper walkway to the left. If you hadn't 
already, take out the turret before standing up to grab the second ECHO 
Recorder. Collect the massive amounts of loot dropped throughout the room, 
and explore the southwest comer to find another couch to leap onto 


spiraling out of the Suckhole 


Satan's Suckhole area contains a large multi-level spiraling walkway that 
rises up along the perimeter of the room above a deadly whirlpool. Move 
stowly trom cover to cover while on the lower level, a§ you actually have a 
bit of advantage here. Most enemies cannot shoot you, but the cover up top 
is lower, making it possible for you to shoot them from down low! Never 
hesitate to retreat back to the hallway containing the New-U station to allow 
your shield to recharge or to simply take a deep breath and reset 





Continue up the spiral, and once you get a chance to gain the second floor, 
focus on getting to the third floor quickly and moving away from any barrels 
in the area. You're going to need to take special care to avoid any Suicide 
Psychos and Bruisers, especially since Bruisers often wield lorgue shotguns 
that fire explosive rounds 


REL ELe 





Make your way to the southeast corner of the third floor and take cover 
behind the metal sheeting on the railing. Eliminate the last of the anemias and 
watch the doors to the northwest, as Mad Mike is set to attack. Mad Mike is 
a unique Nomad with a powerful rocket launcher and a pretty thick shield. He 
can be positively lethal if you gat stuck down low, as his rockets have wide 
splash damage. But if you can get to the upper floor and stay In the southeast 
comer, you can open fire on him as he appears and (provided your aim is 
true) take him down before he's much of a threat. If he does end up killing 
you, however, make your way back to the concrete ramp that leads up to the 
second floor to draw him out, then consider retreating to lure him down to the 
lower lavel, where there's more cover. Though you can use the central bridge 
for cover, you don't want to be stuck underneath him. Bait him into fully 
descending if you feel trapped below 


an Os ee 
14 Mad Mike |) 


Southward to the Gell Bloc 


mn er SS 


Exit Satan's Suckhole via the door that Mad Mike had used and round 

the corner at the northern end of the facility to a large room with multiple 
tanks and even more Marauders and Bruisers. Hang back and allow your 
grenades—preterably a Mirv or Bouncing Betty Grenade if you have one— 
to weaken the nearest batch of enemies. Gun the rest down as they approach 
either of the small staircases 


Proceed south to the water-filled room just beyond the stairs leading up to 
the contro! room, This area is filled with numerous enemies approaching 
from two holes in the deteriorating superstructure of the dam. Some make 
their way down the sloping pile of debris in the center of the room, while 
others attack from the left. Hold your ground on the elevated platlorm on 
the northern side of the room, where you enter, and use the barrels placed 
throughout the room to weed out the foes as they approach, Watch for 
incoming grenades, and sprint to the far and of this platform (or retreat back 
into the hallway) to escape the blast. Don't overlook the ECHO Recorder in 
the center hut or the couch in the far corner, under the chest 


The cell block isn't far ahead, just beyond the fifth ECHO Recorder. Note the 
locked prison cells on either side of the room, particularly cell G4, which 
contains a large weapons chest 


— MIKE DAVIS, 
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Handsome Jack has Sent an army of Hyperion Loaders to attack the Bloodshot base and kidnap Roland, but 
Nope sn iit itn the Bloodshots ara now e@ gaged In at War with a mae | Hy pet On Loagers 
thera is time for you to chase atts A ee berore the drop ye. COMES To tari 

him away 

Switch to a Corrosive weapon if you have one—it does | open fire on the 
Loaders in the distance, Pick off the weaker oaders i in One anoner 
and advance beyond the pit in the ground to the doar i Lhont miss the fina 
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LOADER COMBAT 101 


Loaders ore highly susceptible to Corrosive weaponry, so equip 

ony Corrosive weopons you have on hand for the remainder of this 
mission. Short of having Corrosive weapons, it's worth equipping a 
Shock-based sniper rifle. GUN Loaders have o very smoll but highly 
sensitive critical area: the little red “eye” in their chest. Although 
you con shoot ther orms off ond bring them to ther knees with 
body damage. Critical Hits to their eye inflict heavy damage and kil 
them even foster. The Shock element drains their shields and makes 
successive shots even more damaging, 




















The Bioodshots were so enamored with Marcus weaponry that 
they built o shrine to him in hopes that he would present them with 
weapons in return. Spot the smaller golden Marcus statue on the 
east side of the map, and leap from the cars to the past to the 
top of the huts to reach it. The trunk beneoth the statue often 
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SNIPE THE SNIPER Gross through either of the two Hyperion containers to span the gap in the bridge and continue on toward 


the New-U) station up ahead. This is where things start getting a bit more intense. Not on ly do the EXP 


The area just beyond where you Loaders attack in greater numbers here, leaping and sprinting straight toward you, but a Bad 0 
thee Bisticeem Cnet joins the fray. Badass Loaders dual wield conventional weapons with their arms while also firing projectiles 
4 from twin autocannons on their shoulders. faking Cover is essential! Aim for their weak point, and don't 
isda hesitate to use your Action Skill against them, no matter which class you are 
| allen uder with o sr 
fife. He often gets killed by ather This area of the dam has multiple levels, and you can head uy p the left-hand ramp to reach the middle level 
Loaders or Repair Surveyors, but Or aSCenc again to the third (where you can find another set of car keys). Stay on the lower level until you 
you con eliminate him yourself by Geteat the Badass Loader, then scour the upper ramps. Repair Surveyors begin to attack in this area, as 
out-sniping him, Clinb the ladder in | Well. These nuisance drones serve two purposes: to repair damagad Loaders (those with the wrench icon 
‘the northwest corner of the orea above them) and to electrocute Vault Hunters like yourself, They're extremely weak—one shot is all it takes 
where the Badoss Looder ottacked with a typical sniper rifle—but they can be very difficult to get a bead on until they straighten out and attack 
te reach the uppermost platform you head-on. Like dealing with rakk, Axton's Sabre Turret can make quick work of them while leaving you to 
There's not much decronce betuecn focus on non-flying threats 
dats sft nets Work your way in a Counter-clockwise direction around the back of the massive—MASSIVE— golden statue 
tlean shot on the sniper from here. of Marcus. This area contains many more Loaders and Repair Surveyors and precious few Bloodshots. so 






expect all of the attention to be 3éd On you. Approach the Fast Travel Station (stay clear of the doorway 
to the right of it untit absolutely ready to fight W4R-D3N), and take a moment to prepare for the y pooming 
baitle. Although you may be tempted to use this Fast Travel Station to return to Sanectua ry and purchase new 
WEAPONS OF AMMO, this Sa One-way Fast Travel Station (hence the orange lights instead of the typical blue 
lights). If you leave this area, you'll have to fight your way back through Bloodshot Stronghold. Don't go! 





shrine of the Gunbringer 





W4R-D3N's Vitals 


HEALTH MULTIPLIER SHIELD LEVEL DMG. MULTIPLIER 








The Hyperion bot that made off with Roland, W4A-D3N, is known asa 
Constructor. These foes atlack with high-powered laser beams and are 
capable of firing rockets, but that's not their main purpose. Constructors 
are 0 named because their principle lunction is io construct and deploy 
an army of Loaders. This is the gift Handsome Jack has given the Hyperion 
Corporation; a self-replicaling army of autonomous bots! 


The mast important thing to understand when fighting W4R-D3N is thal 
the longer W4R-D3N is functional, the harder this battle becomes. Not 
only does the Constructor EXP and GUN Loaders, but it even constructs 
Badass Loaders. And you do nat want Badass Loaders flanking you while 
you re trying to take out a high-value target like W4A-D3N! 
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Dont worry you fl total 4h 030 before Roland 
| is token to Friendship Gulog. Simply use the nearby 
Fast Travel Station to return to Sanctuary and 

get same better equipment and restack your amma 
supplies. Once equipped with o powerful Shock 

| weapon and a rocket launcher, youre ready to Fast 
~ MIKE DAVIS, Travel to The Dust, Grab some wheets from Ellie's 
Garage on drive cores acres Old chine Cane to | 
| Seca to Eee ee 


EXP Loaders, cs well on Combet Eeajiasers--himon 
combatants in full armor who are every bit os 
vulnerable to Corrosive attacks, but weaker than 
the Loaders, Fight your way to the rear of the comp 
to give H4A-DN another try. Use the cover around 
the large square trench in frant of W4R-D3N to shield 
yourself from its laser attacks. and open fire on its 
eye with o Shack weapon, With any luck, your new and 
_ experience will carry you through to victory 








The battle to free Roland can become very dilficull if you aren't properly 
equipped and can't keep the bot's shields down. (Note that Repair 
Surveyors and Shield Surveyors lly overhead and repair W4R-D3N and 
ils Loaders throughout the battle.) Nol only do more Loaders enter the 
fray, but you are racing against time and must destroy W4R-DIN before 
the drop barge comes and relocates Roland to the Hyperion prison 
camp, Friendship Gulag. Once the objective flips to “Kill W4A-D3N,” 
you have 263.471 seconds belore the drop barge arrives (seriously, that 
is the exact amounl of time you have). 




















Fortunately, there's a way to take ou! W4R-D3N with surprising speed 
and little risk. Equip your most powertul Shock-based weapon; a sniper 
rifle is ideal, bul any weapon works. Enter the Shrine of the Gunbringer 
where W4R-D3N is located, and sprint into cover behind the car in the 
center of the area. Once behind the car, immediately crouch down and 
begin sniping the bot's large red eye. This keeps you safe from W4R- 
D3N’s laser attacks, but it also prevents the Constructor Turret on the 
ground in front of W4R-D3N from hitting you. Continue firing al the eye 
for Critical Hits to drain the shield and inflict heavy damage. 





ignore the Loaders and Repair Surveyors as best you can, and once the a abrir 
shields are down, step oul from behind the car and hit W4R-DIN with Billi 
your rocket launcher. It's also worth lobbing any grenades you have, 
especially if they are explosive or corrosive. Return to the cover afforded 
by the husk of the car, and continue sniping W4R-D3N's eye until it has 
been destroyed. Whatever you do, don't try to fire any rockets through 
the car. Similarly, be extra carelul when reloading Tediore weapons in 
this spot, as they very well may blow up in your face! 





























Turret on the Battlefield 


Peri blecter tear (tite reersctadtrtaatermetertsates cas foot tartcel iteeeeraeetltotieetaor. beers iets Staeem 
Roland doesn't hesitate to open fire on the remaining Loaders 

\ particularly the Badass Loaders that are bound to altack. The turret 
he deploys is similar to Axton’s Sabre Turret in appearance only 
Roland's turret has a large bullet-proof shield on either side of it 

and can heal all teammates within the circle of influence. Take cover 
behind the shield and enjoy increased health regeneration while 

you unload your rocket launchers, Corrosive bullets, and anything 
else you want to throw at the remaining Loaders. Talk to Roland to 
complete the mission; he'll head back and wait for you in Sanctuary 


Be sure to raid the chests in the area betore leaving 








NO MAN LEFT BEHIND 


The Bloodshots never hod o chonce. not with 
you knocking down the front door and the 
Hyperion Corporation planning o surprise 
ottock from the reor. You successfully rescued 
Roland from Hyperion’s clutches, but W4F-O3N 
was definitely not Hypenon's top of ‘the line 
bot. You con be sure Handsome Jock won't 

u nderes time le Wow next tim is. 
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“N SPEAK TO ROLAND ABOUT STRIKING + x0 “« <x 
eo BACK AT HANDSOME JACK. 
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RTH Ee Aiba 
You've rescued Roland trom Hyperion—now its time for the 
customary “thanks for rescuing re tram those bad guys. now, let's 
tek about how we're going to pula bullet in Jack's face” cowerialon 
hack in Sanctuary. 


MISSION OBJECTIVES 


® Mee! Roland io Sanciuary. # Set op Tina'y domeels, 
* Get he Timea Express « Asn daurtels, 
» Wake op Roland's toy « Go fo wreckage nie. 
= fel Youll Key © Find fortified rata cat 
» Meal Tian. « Search hartilied train car 
«Hija Hyperion train, © Deteat Wilhelm. 
oe Fre badombadomis. © Pick up power core. 
© Aetorn to Tiny Than. « Gol back fo Sanctuary. 
© Pek damsel. 


Tundra Express ae 
ee ae a 


Maat Roland back at the Crimson Raiders HO in Sanctuary to learn about his 
plan for exacting revenge on Handsome Jack: his solution lies in the trozen 
land of Tundra Express. Fast Travel to Three noms Divide, and proceed due 







































north to Tundra Exp 


Have your preferred Fire weapon ready and proceed down the hill anes Option ci] Missi ons Au Patitela)| e 


Varkid Ranch, bearing to the right. The only way to waKe up Roland's spy |s 

witti ihe S0unG of three Varnias Cream ing And ine only Wily Le jet them {0 There ita & greta ly four new Missy ial youl 

ecream (6 to make them burn ! is 
z ‘ can lake on prior to or during the main “A Tram to 


Catch” mission. For starters, it's worth accepting the 


Larval Varkids don't burn for very long before dying, so you re going to 
pet the attention of multiple Larval Varkids before opening fire on 
» allow one or two to morph into much more resiliant Adult 


Solinter Group” mission fram Tannis and refurmingy 
fo Bloodshot Stronghold. Not only does this halp you 
complete the “ER Yo° Gowen Challenge, but ft alsa 


currently buming—Keep Lor I Val til yOu ge aioe ! \ Ni 
J! ie p P ei (eas fa iil iscover ad ni ihe ssn fem needed io 


three alight at the same time. It's also possible to light multiple varkit 


initiate the “Out of Body Experience” mission, winen 





f the Firemelons growing in the area. Wait for several | arval 
Fin rape 


eleas aaball | takes place al Bloodshol Ramparts amd recurns fhe 


player lo Sancluary The “Mighty Morphin’” mission 
carves as a nice introduction fo the varkid, a unique 
insect soecies thal resides in Tundra Express. Finally, 
you tay encounter an enemy who craps ine FOHO 
Recorder that offers the “No Hardt Balings missian 


white you're in Tundra Express. |! so, lake severai 





minutes away from “A Train to Catch” and complote 


this quick optional mission 


« Splinter iniog 
« Def of Body Experieoce 
« Mighty Morptia 

* Mo Hard Feolings 
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VARKIDS, VARKIDS EVERYWHERE 
the first vault five years ago. Mordecai has learned of a train he suonenammnssaci anette 


Je carrying Handsome Jack's Vault Key—a train ripe for hijacking! The vorkids build towering indestructible hives above ground that 
your backpack tells you that you re not exactly packing enough house numerous Larval Varkids, These immature ond relatively weak 
firepower to pull that off: you're going to need some help! That's where aia Hai ists nti Mit | 

ts ore territanal attockers | of into : 
Roland's trend Tiny Tina comes in. Don't let the name fool you, as she’s the ee \ Vorkids. 6 eSeUR sian 
best demolitions expert around, And she’s always willing to lend a hand . | . Die H 
standing. burrow into the ground and form a pod, which hatches 
Tiny Tina's Workshop lies due north from the Varkid Ranch. Take a minute within severc seconds to relenss on aaah lai These enters 
to climb the ladder up to the roof of the Varkid Ranch Observatory to locate forms can similarly morph into Badass Vorkids. The Adult Pods and 
he Gult of the Vault symbol and to see what goodies are lurking within the Bodoss Pods ore actually worth more XP than the deadly enemies 
eapon around the central mountain in a counter- that spown from them, so cut them down before they hatch! There 
0a locked door flanked by two oh-so- ore mony more focets of varkid evolution, Turn to the “Rimonac of 
Dangerous Beasts” section of this book for details, 
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Operation: Babies Got Badonkadonks 


MaKe your way north out of tiny lina Workshop toward the fork in the train tracks 
Locate the Cult of the Vault symbol, and continue the loop around the perimeter ot 
ihe Map in 2 COUNTErClockwise direction jute to your 


destinaion, but tor a good reason 





This 15 an indirect and longer r 


The train eee takes the inner loop at the fork, but you'll need to keep your ears op 
for the oming train as you walk alonoside the tracks toward Old Man Jotins F 





Tum south and cut across the fields toward the inner track as it heads due south toward 
the waypoints marked on the minimap. (his roundabout path 1 to Buzzard Academy allows 
VOU iD. approach trom the rear or the faculty, with 





Nn Steps OF the first Dadonkadonk 


CP 18! Peparpann 


F i 


Entering through the rear of the facil 
SIUCTUIES antl walkway 


eliminate the foot soldiers. Use the 


allows you to take cover under the low-hanging 
aw Ga z ad iho snes peck : anil a 
6 and avoid most of the Burrard'’s rockets and guntine while yo 


barrels around the area and your Action Skill to take 





Out ihe nearest anamies first, then take aim at those on the elevaiad walkway. bul only if 
yOu can get a clear shot. Focus on the tougher adversaries first, making sure to leave lov 
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Cross the bridge just north of Tiny Tina’s Workshop to 
enter Meltwater Grossing. Fight your way past the yarious 
Marauders, Nomads, and Goliaths in the area, and locate 
the ladder to the right. Climb the ladder and set up the 
damsels on the roof in the positions marked. Go ahead 
and give their bellies a gentle tap to arm them once you're 
ready to give Tina the all-clear 
















End of the Line | 


The Ryperion train was derailed atop a2 snow-covered sheet of ice on the outskirts of Tundra Express. lo reach it, you must first navigate a narrow canyon 
crawling with angry ravenge-seeking Loaders and Surveyors. Stock up on ammo at the vending machines, and check to see if the medical vending machine 
carries a shield that grants immunity to Shock damage. lf so, buy it! 


Advance slowly through the narrow canyon as it winds its way through Snowblind Detile. GUN and EXP Loaders leap from the scattered train cars—keep your 
distance, and aim for the small red “eye” in thelr chest to score Critical Hits. Continue around the bend to the right and climb the snowy hill on the right, near 
the train cars, to a large gun chest near the cliff above the train. This chest frequently contains a Corrosive weapon 


Continue around the comer, under the trestle. and off the cliff into Terminus Plateau, Loot the chest to the left of the one-way Fast Travel station, and prepare 
for combat. Use this time to equip a Corrosive weapon, Shock weapon, and rocket launcher, 
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Wilhelm is feared throughow! the Crimson Raiders, and for good reason. This hulking Loader-like monstrosity has all the firepower and 
armor the best Hyperion technology has to offer, combined with the cunning and bloodthirsty nature of man. And to make matters worse 
for those seeking the Vault Key, Wilhelm can deploy Shield Surveyors, and comes accompanied by an army of GUN and PWR Loaders. 
Yes, indeed, this will be a tough battle... but not if you come prepared! 


Wilhelm emerges trom the wreckage of the train without any shielding and immediately deploys a solitary Shield Surveyor to remedy 
that Jone deficiency. As with any other creature, a shield can only recharge if the host isn’t taking any damage. The quicker you 
can inflict damage-over-time status effects on himn—preterably Corrosive—the less shield you'll have lo chew through to damage 
Wilhelm’s health. Though he'll not waste any time in constructing two additional Shield Surveyors, you can negate their combined 
efforts by continuously keeping him under duress through status effects. Even a relatively weak 

Corrosive SMG can yield outstanding results by simply not allowing his shield to recharge. Mit 
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| Extreme (D0 eat approach, ever) 
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Given time to attack, Wilhelm allernates between three primary attacks, one of which is 
primarily defensive in nature. His mos! common atlack/repellant is a spinning whirlwind 
attack where he spins from the waist up, knocking back anyone caught in close range while 
kicking up a small cloud of dust. This attack can knock you backwards and inflict minor to 
moderate damage, but it is generally not much warse than his occasional running charge 
attack. His other attacks are both far deadlier. Wilhelm points his arms in your direction 
and fires a barrage of grenades al you. Quickly run toward him to allow the grenades to 
sail over your head. Finally, watch for the orange lights to appear on his shoulders, 

as this is his way of broadcasting an impending missile strike—where he send a 

volley of missiles arcing toward your current position. Fortunately, the missiles 

don’t track very well, and you can avoid them by strafing out of the way. _ 
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Your best bet for deteating Wilhelm is to ignore his Shield Surveyors and the various Loaders he summons. The PWR and GUN 
Loaders are good to have in case you get downed, as they are both very vulnerable to Corrosive attacks and can be quickly killed with 
a Rocket Launcher for a Second Wind. Shield Surveyors, on the other hand, offen have their shields up and deflect non-explosive 
bullets back in your direction, including elemental shots. You do not want to be hit by your own elemental attacks! 


This leaves Wilhelm himsell. Use the train cars for cover from his rocket and grenade altacks and maintain constant pressure on 

him with elemental attacks. It's good to have a Shock weapon on hand in case the Shield Surveyors manage to recharge his shield: 
otherwise, bombard him with a steady stream of Corrosive gunfire. A Maliwan SMG is hard to beat in this regard, even at a low level. 
Wilhelm occasionally breaks off from his Shield Surveyors to either chase after you or knock one of the trains off the cliff (especially if 
you've been using the latter tor cover). Use this opportunity to fire a rocket launcher at his lower extremities, or even around his feet. 
This helps to avoid damaging the Shield Surveyors should they swoop back into range. Of course, if you don't care about completing 
the Master of All He Surveys Challenge, then go ahead and use all manner of explosives and aim for Wilhelm’s chest to ensure that the 
Shield Surveyors are destroyed, as well. 





MASTER OF ALL HE SURVEYS 





CHALLENGE! 


To complete this Challenge, you must manage to defeat Wilhelm without destroying any of his Surveyor drones. This is entirely possible, even solo, 
but it requires patience and a willingness to be extremely careful with the use of anything but precision elemental attacks. Axton must certainly nat 
deploy his Sabre Turret. Similarly, you must be careful with grenades, rocket launchers, and even Torgue and Tediore weapons, as the splash 

damage could easily take out a Shield Surveyor or two. 


Consider the following techniques for completing the Moster of All He Surveys” Challenge with each class: 


Aston: Under no 
circumstances should 
, you use the Sabre Turret, 
ie. There's just too great a 

chance the Sabre Turret 

will target a Surveyor and cause you 

to tail the Challenge. Instead, stick 

to Corrosive and Shock weapons, 


preferably an SMG, pistol, or assault 
rifle, and limit your wse of explosives to 
a rocket launcher aimed al Wilhelm's 
feel or legs. 





| Maya: Though Maya's 
Phaselock ability will not 
litt and hold Wilhelm— 
he's too big tor that— 

be careful about using 

it when the Surveyors are nearby 
because of the secondary eflects thal 
may trigger when you hit him with it for 
direc! damage. Instead, use Phaselock 
io keep PWR Loaders and GUN Loaders 
al bay, and onty wee it on Wilhelm if the 
Surveyors are away or i! you currently 
have no additional skills associated 
with Phaselock (though Helios is 
permissible because Surveyors are 
Fire-resistan). 


Salvador Salvador 

can make quick work 

of Wilhelm with the 

‘» © help of his Gunzerking 
a ability, provided at 

leas! one of the two weapons equipped 
are Corrosive in nature. Try pairing a 
Corrosive SMG with a Shock shotgun or 
fon-elemental assault rifle. Keep your 
shots aimed al the body to account for 
the lessened accuracy. unless you're 
wielding Hyperion weapons. 


- 





Zero: Deception is 
Qreal for helping Zero 
avoid both Wilhelm's 
attacks and the 
a numerous Loaders thal 
are spawned. It's also worth using 
to maximize the damage af a single 
Sniper or melee attack, depending on 
skill selection. It detinitely pays lo 
have a Corrosive sniper rifle on hand 
and to wail until the lasl second during 
Deception to fire right al Wilhelm's 
head for a tremendous Critical Hil. 
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collect Optional Missions Available 
" He wih dk wentl | A number of interesting optional missions became : 
, 74 Fai ast Travel | available while you were in Tindra Express, inciuding 


station to polite to “tt ya a head back to Lt Dav vis in the plaza outside | the three-part “You Are Cordially Invited” series 

the city’s interior gate to end the mission (but be sure to read the Optional involving Tiny Tina, which you may have already 
Missions alert on this page before initiating the events of “Rising Action”) noticed. You'll always be able to come back and do 
these missions fater, but if you're the type of player 
who likes to complete everything as i! becames 
available, you should bold off on replacing the power 
core in Sanctuary until after you've done the missions 
ihat interest you. “The Good, The Bad, and The 
Mordecai” will Jead you to mew locations in The Dust, 
and each of the others help you sea avery corer of 
Tundra Express—and unlock a pretty sweet pistol fom 
Tiny Tina! 


* Joo Ave Corral!) foviied: Por Prep 
* Yoo Ave Cordially loviled: ASVP 


AUGd AWILEANO 


* Voor Ave Cordially lovited: Tea Tima! 

* The Good, The Bad, aod Ihe Mordincai 
# Mine. All Mine 

* Proitr Food Train Aebbery 
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_ INSTALL THE EXPERIMENTAL POWER 
iii CORE INTO SANCTUARY’S SHIELD. 
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j | covered indalindey, Rotand requested that you tiring it back to 
I Ly 1 avis. Geet fina eae ine Fill fig ity 
1 ei 
\ MISSION OBJECTIVES 
. i, \' * Remeve power core * Picl wp 5 Grid augpel 
* Install Wyperioe power core * Ge fo Moe comer of iowa 
« fed ite ceater of owt © Give Gridion fo Lilith 
* Cpeie ignition primer 1 * Leave Sanctuary 
* (pete ipetion primer J * Head toward The Fringe 






= Find Aaland. 


Sanctuary STORY MISION AEWARDS 


Return to Lt. Davis at the power station outside Sanctuary’s inner gate and 
move the spent power core as instructed, than replace it with the Hyperion 
power core you took from the trai. 
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Hilla i eet 
Optional Missions Available "| ” 
There are es My four new missions that you can NN 
take on prior tor doriog the main “A Train to Catch” 
“mission. For ake og olin iH i i) 
Group” mission rom Tannis and retumning to Bloodshot = 
Stronghold, Not nt does this ep you camp te Et yn 
Yo" Cowch Challenge, but italsu leads to the disc 
ime pe 
Experience” mission, which takes place at Bloods 
Fammparts and returns the player to Sanctuary. — 
The conte la | | 

sece (introduction to the vackid, a unique insect species that it 

esd “Run back: acnos os the antral oP the fi irs tion primer yap eh Ni 
and press the button to cycle it. Repeat the process for the one to the heft an enemy who drops the ECHO Re raed tales he 1 | 
“not Feelings” mission while you'e in Tundra = 

Express. 50, take several minutes on 0) eae 
| to Catch and complete tis quick optional mission, INN ieee AP rent | 
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—{ WALKTHROUGH] 


The ignition primers are cycled, and Lilith is doing everything she can fo provide the power, but she needs more Eridium. She keeps some in the Crimson 
Raiders HO, but debris has fallen and pinned Roland to the floor. Run back to the headquarters and retrieve the five Endium nuggets trom the room at the top 
of the stairs. Don't worry about Roland for now; he'll be fine. Bring the Eridium back to Lilith and, well, you'll just have to wait and see 


So, wh, that just happened. Walk out of Sanctuary and use the Catch-a-Ride to snag 
a vehicle for the drive to The Fridge. Drive from Three Hors Divide to Three noms eRe ee ea 
Valley, then head south past the Happy Pig Motel, The entrance to The Fridge is on Optional Missions Available 
the north side of Split Skull Bay, Fight your way past the small gaggle of bandits living 


: isien, know some serious crap jus?! went down, 
outside the cave, and press the button on the left to end the mission Cialen. We anew some serious crap jst went de 


and you're probably wondering whal it all means, who 
you can Irost, and whether or not you'll ever see Moxx! 
again, We get il. Bul we aise know about a fun fittle 
mission thal Glapirap fas cooked up over in Three 
Horns Divide. Provided you've completed the “Wo 
Vacancy” optional mission at the Happy Pig Gaunty 
Boant, you can swing by and pick this mission up trom 
ihal vary same spot on your way to The Fridge. Then, 
before you go trotting off fo wherever the Guardian 
Angel tells you fo yo, head back ower fo The Orydocks 
in Three Horns Divide and give Claptrag’s plana try— 
you just might lind some slag weapons in the process! 
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THE FRIDGE 


dts cated The Fridge hechuse this is where thee Tunnel Rats clore their Inod. Aad sobody loos 
joctable harman fiesh just bn wate i spoil, Rats aside, The Fridge is alia some io nareeroes rake, 
iatile Crystalisk. These qeemingly inargane manstrosilies appear at odds with the rvles ol 
appear Vaull Hunters 00 oNbeial business will epend wary litte tere ol The Fridge. 
seeking to explore Ibe mere flavortal districts within The Fridge will hawe their 


sprawling area 


This cavern isn't called The Fridge because i's coe 
ba 9 thromg® Ihe trouble af securing a supply ol de 
aa well as one of Pandora's mol nein! crealeres, the Wo 
aature, bol they are tar smarter, deadiiet, and More fragile than they 
ikea ty weing i bor bitte more than o passage bo Highianes Oetwath. Thais 
choice roe a umber of optional missions thal yield access Io all corners pl this 
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The Districts of The Fridge 
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F> Winds of The Highlands 
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THE HIGHLANDS 


The Highlands are proof (hal lath, verdant eqvironments can be just as deadly as arid, brown ones. While you're unlikely to die of thirst owt bere, you Il atill 
have to contend with invisitie Stalkers, subterranean Threshers, and the mearly amnipresent Hyperion forces. The Hightands is one of the largest reqeons 

o0 Pandora and contains nearly a Goren districts, many of them completely overtun with the aforementioned threats. True to ita name, The Wighkandls 
dominated by a Large mowntain range located on the center of the regina, A paved road loops around Ihe base of the mountain Irom the Hyppenion-comtrolled 
Aggregate Acquisition Area in the noriheas! to the Hyperion Bridpe leading to the city of Opportunity in the south, with namerous dirt roads gad tradbe (eat wind 


their way through the bills in all comers 
As dangerous ax The Hightands are. they apparently aren't strectty “uninhablable.” The smail town of Overlook fies to the sorthwes! of the area. though its 
populace has been suffering quite badly under Hypetton'’s oppression. Still worth a visi! lor the kickin’ lrksh pub. 
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HEAD THROUGH THE FRIDGE SO YOU 
CAN REUNI TE WITH SANC SUAHT. 
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wIssian OBJECTIVES 


Search tor yoor trieeats. + fill Giutlonons Thresiver 
# Use Fas) Trove! mation * Go to Overton 
a = Gel pour iieods + Deploy deacon 

The Fridge * Ga fo extraction plot. « Eslabhoch Fast fave! jin 
, * Crags enlinway + Detead beeron 


Entar The Fridge and note the location of the vending machines on the right Prci ap fomar sopply beacon, 
and the entrance to Fink’s Slaughterhouse on the left. If you don't have any 


Fire we in hand, this is a prime time to buy one. Turn the wheel to open ia — REWARDS 
| the heavy gate to Frigid Clett as the Guardian Angel tries to explain away tet 
recent acions 


Draw your sniper rifle (preferably one thal deais Fire damage), and 
ous fats inside The Fridge. The rats not only live in tt 
ove to ip feast on humans. $0 sy oui ena 





Optional Missions Available 
Though it's easy to understand your rush fo reunite wilh 
your friands, the entrance to The Fridge just so happens 
to be steps away trom the first of Moxxi’s battle arenas. 
These seeking some intense wave-based combal 

can anier Fink's Slaughterhouse and participate ina 
series ot “Bandit Slaughter” missions. These alfairs 
gel progressively longer and more difficult as they go 
on, but you stand fo pain a (remendous amouanl ol XP 
money, and lool from participating, Just remember 

ihat any death, aven if it comes in the final moments af 
ihe final wave, forces you to replay thal entire battle, 
Consider attempting the first one or two rounds, then 
refurning to fackle the ofhers later. 


* Bandi Slanghiar: Roord | 
* Bandi! Sisogiter: Aeond 2 
* Banal! Staunpuv: Round 3 
* fami Siaopiier: Hood J 
* Randi! Sianpiier: Aowed 5 
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Hang out in this narrow area to keep the quick-moving rats in front of you 
Don't hesitate to swap to a shotgun if they get close, especially Midget Rats 


Climb the ladder on the left to reach the rool of the shed and maintain the 


elevated advantage a5 you proceed north toward the blown-out highway 
bridge in the distance. Drop to the road surface, and fight past the rats to the 


on the edge of the highway overlooking Icemaw Grotto down below 


oo 
uF 5 
— = 


victios in ice. Youll see frozen humans on either side of the Frigid 
Cleft and elsewhere throughout The Fridge, Smash these frazen 
human statues until they break apen like o debris pile, Think of them 
os the before to o debris pile’s after, 


All a Tew CrystalisKs a5 YOU Make your way west, but dont head into the 
icy Cave. instead, veer on to the lett to where ihe rails are, and approach the 
massive door with the black and yellow striping. This is the way out of The 


Fridge, and it's vary @asy to miss if you don’t know what to look for 





AS you make your way north, you soon reach the end of the road and car 
continue on the far lett, off the ice and onto the concrete structure, straight to 
the waypoint. Numerous rats lurk amongst the tattered banners and wooden 
rates in this area. Another option is to veer off the road and out onto the ice 
where the Volatile Crystalisks and rakk are located. if you opt for the latter 

it's worth descending the stairs in the bunker-like building on the far right 

to gain extra ammo. lcamaw Grotta winds its way around the map to the 
north in a clockwise direction through a cave positively crawling with Volatile 
Crystalisks, but you need not explore that area right now. Your goal is the 
large gate in the far-left comer 








Tha massive Volatile Crystalisks stomp their feat and knock you back as you 
get near, but they also have multiple highly explosive ranged attacks. The 
only way to damage them is to destroy the large crystalling mass on each of 
their legs, They're quite skilled at rotating in such a way to hide their third lag 
once the first two have been damaged. You can circumvent this by charging 
forward to melee them. Its possible to shatter the crystals on their legs with 
a one-hit Melee strike, aspecially f you have a weapon that deals bonus 





melee damage. Circle-strafe while swinging your weapon to destroy all three 


crystals, then quickly back away to avold their massive death explosion Py ei 5 = 
Highlands Outwash 


You made it to The Highlands Qutwash just in time to see Lilith phase the city 
back into view. It's far away, bul you're close. They can't wait fo see you back 
in Sanctuary—Roland has bean busy formulating another plan, and you're a 
big part of it! 


The Guardian Ange! wants you to use the Fast Travel station near the vending 
machines on the left to ratum to Sanctuary right away, but it's just not 
possible. Sanctuary got taken off the network during the Phasing. Fortunately, 
Angel lets you know that you can utilize a supply beacon to get Sanctuary 
back on the network. There's one near the Hyperion Extraction Plant not far 
fram here 
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Make your way down the hill to the west where a new species of creature is 
ocated. These reptilian scavengers are one of the most infuriating creatures 
to appear on Pandora. They’ re fast they Te vicious, and they possess a 
cloaking ability that all but turns them invisible. Fortunately, it only takes a 
few hits with a trusty Shock weapon to drain their shield and render their 
Cloaking ability unusable. It'S important io Ril the Stgikers a5 you go—d0 
not allow them to continue after you as you re about to run into some HOT 
Loaders 


There's no way through the targe wail in the northwest, so continue south to 

the road alongside the lake. This road leads north to one of two entrances : 

to The Highlands, but heading there now won't help you get any closer | paint ie 
to Sanctuary. You need the survey beacon first, which is located in the 

southwest comer of Highlands Outwash 





A Bridge over Hyperion = 


Make your way to the Hyperion Extraction Plant, and equip your favorite a Corrosive weaponry, preferably something like a sniper rifle and SMG. There are a lot 
of Loaders and Engineers in this area, but they're no apes 0 a Vault it Hi inter who's property armed. Raid the many yellow lootable containers scattered about 
the area, and work your way South toward the bridge across the waterway 
There 3 rent any ladders leading out of the giant reservoir on the south side 


but you can reach a valuable chest via a waterlogged ladder on the north side 













An EXP Loader quickly emerges and runs toward the bridge controls as you 

P approach, You cant do anything about it he Quickly gets into position to blow 
the bridge controls up, which causes the bridge to rise. Don't let this distract 
} you, as another EXP Loader quickly appears alongside it—and this one is 

| Coming for you! 


The only way across the moat is to use the cargo loader you see ferrying 

Containers across the water on the night. Return the way you came and climb 

: “te Stairs to the tower on the north side of the cargo loaders track. Hit the 

) button to order the cargo mover back toward your position, then jump on and 
ride the loader across to the olher side 





A Constructor Bot immediately appears near the gates to Orbital Recelwing and Processing. Quickly open fire on it, and hit the bridge control button in front of 
it so that 1 you do end up getting killed, you won't have to ride the cargo mover bac K across the waterway a second time. The Constructor focuses primarily 
On building GUN Loaders. Leave one or two standing so you have something to target if you need a Saco FOCUS your attacks on the Constructors eye 
for critical damage. Watch out tor its laser and missiles and be extra careful if it raises the back panel el and launch es a nuke—it will down you! 
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Securing the Beacon 
FS a a a ree a TTT OE TESS EES SES 
Tha lunar SUDDIY Deacon Isnt far, but its not QUITE S0CESSVG Sine, A Gluttonous Thresher rises from the oro Und and Swallows the beacon iwstas you gel 

Bar it Thrashe rs burrow Inrouign ihe ground and altack with their numerous tentacles, a5 well as any unique abilities thal particular vanety Of thresher has 
i Gluttonous Thresher's Soacialty iS tS BNOrmMous appetite and Very Strong srimids 


IMMediatety gle fire on it with the Shock weapon you used against the stalkers. Ifno such weapon is currently available, reach for a Fire or Explosiv 
atrive on the scene in an attempt to gat the 2 acon for 
Ond Wind on a lbadeér. 





weapon instead. The Gluttonous Thresher is your primary target in this battle, but several Loaders also 
Hyperion. Keap a Corrosive weapon equipped and swap to it whenever you get downed and need to Se 








The Gluttonous Thresher turns blue and regenerates its shields whenever RSne sh damage, 50 it's oe hit it with status effec 
mot a8 ideally surted a$ a Fire attack is. Alm Tor the yellow orbs on the of 
critical hit region 


1 0 or eg 





Kill off any remaining loaders, and collect the supply beacon. Now that you have it, you'll have to bring it someplace quiet; the Guardian es ae [he 


village of Overtook in the northwest comer of The Highlands. There are two entrances to The Highlands, but the southern one is closer both to your current 








The southern entrance to The Highlands places you near Frothing Creek Mill. There are a lot of stalkers in the cave to the left, and the two of the region's 
Bight WINdSOCKS are nearby. YOU ll have ample time to explore this expansive region later on, especial, you wish to complete any of the optional missions 
Ez 


yallable in this area. For now, head up the path on the nght and get a Light Runner from the Catch-a-Ride. Dive down the hill to the road to the west, and 
‘allow it north throwgnh ine tar get tunnel in the distance. Make an immediate left-hand turn as you met the tunnel, and drive up the hill to Overlook 
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Bringing Sanctuary Online 


Have a look around Overlook—an eerily quiet town whose population is 
suffering from skull shivers—and make your way up the hill to the vending 
machines at the northern edge of town. Load up on Corrosive weapons, 
particularly a Corrosive rocket launcher and grenade mod if such equipment 
iS available. if you're playing as Maya and happen to have a Witch Class Mod 
that boosts her chance to Corrode, this is a great time to equip it 








Deploy the supply beacon on the platform to the left, and get ready for battle, 
It’s going to take several minutes for the Guardian Angel to establish a link 
with the Fast Travel network, and Handsome Jack is going to be sending 
every available loader your way in an attempt to stop her 





Aun up the two flights 
) of stairs above the 
Bounty Board to get 
to the rooftop for a 
Clear view of where the 
loaders sent to stop the 
beacons upload will 
Ofiginaté. Handsome 
Jack isn't taking too 
Gre ofars 4 reat engin Kindly to Angel's desire 
‘ir to help you, $0 expect 
along and drawn-out 
battle. Unioad on the loaders with your Corrosive weapon of choice. Watch 
tha minimap, and Strate across the root from right to lett to spot other 
loaders marching up the hill on the other side, Keep this up wintil the loaders 
begin deploying closer and closer, at which time you'll need to move closer to 
the beacon in order to protect it 





By tha time the third batch of loaders appears, you'll start to see EXP Loaders 
that sprint straight for the beacon. They ll run up the Stairs and detonate night 
near it in an effort to destroy it quickly. Considering all of the bullets being 
shot at the beacon, the beacon can only withstand two of three EXP Loaders 
detonating next to it. You can try standing atop the stairs and intercepting the 
EXP Loader’s path, but it's hardly worth the risk this poses you 


\ You cient 
[nsteod yOu forged opotn thet ough The Fr Fridge o 


since, well never. It took some doing 


ond alot of Loaders nied 1 


Vy) i) 


| nanan this battle can seem the first time you 
"Play it. The important thing to understand is that you cannot fail 
_ this mission. The beacon is destructible, sure, but it can be repaired. 
"Better still the Hyperion forces are dispatched in waves, And the 


next wove won't arrive if the beacon is damaged. especially if there 

| ore units from the previous wave still standing. Rushing to repair the 
| beacon the moment it becomes damaged only expedites the arrival 
of the next wove ond gives you more enemies to deal with. Consider 
leaving the beacon in its damaged state until you dispatch all present 
_Gdversaries to essentially clear the wave. then repair the beacon. 





instead, just watch the damage indicator on the screen, and run up the stairs 
and repair the beacon whenever it empties. Angel also lets you know when 
the beacon needs repairing. 





The battle intensifies 
the longer you manage 
to keap the beacon rn | 
in operating order (yet fl 
Handsome Jack finally ad 
teks his men to ser 
in the Constructor 
Watch for a shielded 
Constructor to fly over 
the rooftops and land 
in the courtyard in 
front of the beacon 
The Gonstructor Bot focuses on attacking you and deploying additional 
agers. Immediately focus on the Constructor with | YOUF rocket launcher and 
Corrosive weapons, and don't let up 


be, 





The final wave consists of flame-throwing HOT Loaders that attack alongside 
a Badass Loader. This represents the end of the battle, as the beacon is set to 
drop a Fast Travel station in the center of the plaza. Use the Fast Travel station 
the moment it appears to return to Sanctuary. Roland and Lilith are anxiously 
awaiting your arrival at Grimson Raiders HO 
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ry lo escape Handsome jack's all-loo-seccesstal attack, we jell a large, waguely Saacluary-shaped hate 
in the ground. Feporls saggesl thal meré milerubes after Sanctoary's Wake-ofl and sudden Phasewalk, bandits reshed into the vacua betl bry out 
ance-landiocked city and turned it ite a makeshift ee wuliored tey are, the bamdets have already picked apart Sanctuary 5 


beavings-~siealing ihe supplies and scrap thal wore blasted off Sanctuary proper during Ihe assaall. Now Samclaary't former place jn ihe world Gerwes 
aa a landmark to the rusn that Pandora eventually decays everyihing inte. as well as a handy (it bandil- infested) access route to Dahl's lang: abandoned 


mining tacilaty in the Caustic Caren. 


When we evacuated the city of Santina 
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CAUSTIC CAVERNS 


As the 0.5.3. Sanctuary wos originally an interplanetary mining ship, it makes sense that Sanctuary would be perched atop a mineral-rich cavers. That 
Haid, hm one could have predicted just how expansive aad Seadly the area now catled Caustic Caverns would be Ht fou re mot avoiding tetaners fram the 
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GET A CLAPTRAP UPGRADE FROM MORDECAI IN ‘32200 = 
| THE WILDLIFE EXPLOITATION PRESERVE. ‘ee 


\ 
‘ 


veh clea ani nd drive to the e Wildite Expl jitation 5 frome sintrance near eraihiny 


Creek Mill. Head up the hill past the Isotope Reclamation Area to reach the 


entrance through the cave 


Roland wants you to meat up with Mordecai, who has been spying on 
Hyperion’s goings-on in the area. Hell know a way to get Glaptre 
upgrade he needs. Equip a Shock weapon and load up on ammo. at the 


Lidia machines porto descending the path trom the entrance. full the 
ff els = ne Le = 


0 ough that 
Mordeca' Had had b heen A abitictad but 60 iad the data inwaded to peronm 
Claptrap's upgrade! 
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To stop Jack from awakening the Warrior, you must shut down 
the Guardian Angel Al, However, to gel to Contrel Core Angel, you 
have to fight your way through thee obstacles. The first obstacle, 

a Hyperion security field, can only be shut down by Hypanion Tech, 
Roland thinks Claptrap can do the job, bul hell need a security 
upgrade. Mordacal, who fas spent much of the last five years spying 
on Hyperion and stealing their stutl, probably has what you need. 
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Optional Missions Available 

fou managed to make i back lo the recently airborne city of Sanctuary aod may be contemplating a break trom your Vaoll Hunting 

eso, se, youl fe ofeesed fo know [hat the | Nore Tn wo Gee ODOR MSsSOOs HOW Ave e COT LOT ay 

lida’! complete eartier). Some of these are presen! in ihe form of a lénghhy mission string, such us “Lian War" and “Tie 

(iverlooked. ° (hers are short one-off missions (hal pant! you access fo previgusly accessible areas in ihe Fndige or spur you inte 
erploring of-fie- beaten pain focales like Sanclary Hite and Caeshe Caverns, Af thes WET} least, isa good ided fo cotipleta ihe 

Clan War mission string in The Gost, “ihe Cold Sooulder” and “Wole jor SelParson” missions in (he Fridge, aad fot “sate 
and Sound” and “Minecart Mischief" in Caustic Cavern hese are admittedly some of the lengthier optional missions currently 
avallaile. but you sland jo gain aowealih of XP and betler agulnment by completing them. Is also worl Darian Me Way eR 
and-easy “Wan! Gel Fooled Again” mission to snag Law, a enigque pistol, The following jist contains all of the missions now available 
(Mission serves lave heen aborevidted for space ca nsiderations 
= Wool bel Fooled Again « Dociors Orders « [he Cold Shoulder « Pertecty Peaceful 
« Clapirap’s Birthday Bash! * Hidden Jowrmals « fhe Overionked * Sinp Happy 
« Sale ond Sound * fovtare (pire * Arms (eating | 
* Minecart Mechel * Mote for Sett-Person * Stather of Stathers 


* Cian War Swaliowrd Wale « Boat Motter's Day Ener 
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Have You Seen My Pet? Hin | 
- FORGEFIELD DOWN! 
Leap of ihe clit on the east side. and make your way past the New-U station 


toward the doors to the dockyard. Switch to a Co weapon and take It's possible to disable the electric current to the forcefield 
out the first wave of loaders as you approach the lever beside the door to the without climbing oll over to reoch the fuse box. Simply back qwny 
Preserve Dockyard. Give the lever a pull, only to realize that the doors won't From the electric barrier and look straight up cbove it. Target the 
open—an intruder has been detected! Mordecai radios you an idea: weaken incendiory barrel with a sniper rifle ta detonate the barrel. The 
three of ry wae a dont kill them, This forces pep dase battalion fusebax isn't visible from this position, but it's within the blast 
fo S8nd additonal reiniorcements nrougn ine GOCKyard GOOF. Liamage 
each loader until you see the wrench icon appear over its head, than target frames cot eat borne 
another, With a Corrosive riflé, you can shoot a few rounds at a loader and 

low the status effect damage to weaken it sufficiently, Those playing as 
ra must avoid using the Sabre Turret for this fight, as it’s likely to destroy 
the loaders that you're trying to only injure 









The Preserve Dockyard containg numerous engineers, loaders, and surveyor 
drones, not unlike the Hyperion areas within Highlands Qutwash, Hang back 


attack with Corrosive weaponry, and use your Action Skill frequently to wipe 
fife | 


all Hyperion forces from the map. Advance showly to avoid getting caught in ae fh c be a = 
cross @. Don ‘'t overlook the chests that are reachable via the ramp on the 

” ft near the entrance. Scamper across the top of tha Hyperion containers to ; H- 

he roof of the garage with the electric barrier 
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Defending this 
and GUN Loaders, but you're also going to enc 
lair Spinning propeller-like arms can deflect b 
at you. Though its possible to snipe the tops of the 
Meal, a gre al way tO defeat them ts to ake them into taking a melee swing at 
(Ou. sprint forward with a shotgun in hand, then quickly step back and open 
fire as the PWR Loader rears back to Swing one of its arms at you 
US abso { fipht to use Zero’s Deception, Axton’s Sabre Turret, or Maya's 
Dility to help YOu Gain a Clear 


area falls mostly upon the shoulders of Combat Engineers 


inter several PWR Loaders 


SOMetunes right pack 
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Continue the fight in 

a counter-clockwise 
loop up the stairs and 
across the upper level 
howard (he massive 
cable fence above the 
first creature enclosure 
ryperion’s employees 
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Dalige 
the Stalkers and 
5xags Tom escaping 

fortunatery, (here $ still 
plenty of room for you 
to Sneak In 
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ables to keep 


Drop off the bridge 
from either side, and 
font the sxags lurking 
below. There’s likely a 
Badass in their ranks 
and quite possibly 
Badass Shock Skag, 

De On guard Cross th 
grass toward the broken ¥ 


vindow of the observation room to the east. More 
Kags will leap from the blood-stained hole in the building, so approach with 


caution, Run up the pipe to enter the small lab. Tannis soon contac 
the ECHO device to ask that you collect 10 Stag | 
When tS in this Smal laboratory (though there are m 
facility than she asks for, 
to ECHO you before you advance 


5 YOu vid 
Samples for her, the first of 


ore Slag Samples in the 





past this area) 











VOU SNOUIC FUN back and ratneve this one if she fails 


‘ail 


The second may 

AO DRAr TO D8 jst a 
continuation of the 
TiPSt, Gut thes One 
CONINS Many stalkers 
in accion to the $xags 
(OU fe soCUSIOMed 

to fighting. Keep Fire 
and Shock weapons 

ON Tan SO: VOU Gain 
drop shields and sat 
enemies alight in quick 
oer Figh | past ine stone are 2 and continue toward the 
the yard. It's certainty 
Axpiore (Ne Der oad suriace 








Skags near the 
CONLINErS in the next part of WOrth faxing A minute to 
ramp to reach the highway 

ne Vault symbol and one of Mordecal’s Nite 


three stashes in that area Leta rita tet: 
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Dy Using ine mcr 





For xd mola, Vou Cain find a Cu tol th 


Mat ie 
aetlis regs | fl 


Push the button to open the bin In the northeast comer of the enclosure 
nd nside. Cor itnue down the hall to the circular testing chamber, and 
fight past sth é Stalkers here and wp and out of the roon 


O enter the area above the waterfall, Kill the stalkars ij 


via the collapsed wall 


Cimor Basar 7, Ir, fear akin 
sper Badass Loader oul irom beh 





COVEr DEMING Ie OCR if (he center of lasure to avoid its | 
unioad on it with Corrosive grenades and gunfire! 


stir Sainaranee area. Round tha camer past the numer 
enclosures tO tind the door to Bloodwing’s Encl 
eather remains ue Tortunately, Handsome Jack baited vou into this comer 


[hat Fee Cour release the nideos Skags in the previous area 
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No Blondving Left Behn 


Equip your best Fire or Explosive weapons and head bac to the Specimen 
Maintenance area: the doors to the Badass Skags have been opened, and 
you're about to be attacked by multiple Adult Skags that can take on the 
elemental property of th e Badass okag they re near. Try to Uns Thee toward 
you just one at a time by nol venturing too far into the room. You'll likely 
ancounter Badass Corrosive 2 Sk kag, Badass Shock Skag, or Badass Fire Skag 

or some scinblealin thereo!. Lead them toward Bloodwing’s Enclosure in 

an effort to spread them outa bit. Stay “oe to the side of the room nearest 
Hioodwind's Enclosure to avoid luring any 0 Of the staixers irom the menghboring 
pens into the tight 





er up the Siag Samples from the jab area near the New-U! station, and raid : 
the adjacent containers before heading out into the next outdoor enclosure. Walk ee 4h 
_ i elevated road to the left to get tha ECHO Recorder and fo take on any 

rs that make th fhe climb. T his allows you to thin { phage before crossing to 





the nort trurnst w ere the stairs are located. There are a lot of stalkers in this area 
including Lycione Stalkers, which use their namesake Spinning Motan to detect 
bullets, much like a PWR Loader’s propeller arms. Cyclone Stalkers also spit a nasty proj 


éctile at you, making them one of the more dastardly members of tha 
stalker Species. Do not fire at fran W Pe they're spinning unless you enjoy the prospect of shooting yourself (it's assumed that you don't) 


Climb the stairs in the comer and proceed west across the walkway to one 
final outdoor enclosure. Numerous skags and rakk attack you a3 you drop 
off the walkway, but it shouldnt be anything you havent sean before. Take 
out the skags while sweaping along the perim meter of the area in a counter. 
clockwise circle. Watch out for any Badass Skags in the araa—likely to be 

a Badass Fire Skag—and take the Badass out quickly before his roar turns 
those around him into Adult Fire Skags. Naturally, you'll want to avoid using 
Fire weaponry against Fire skags 


H ivi 7 oe 


A small group of angineers exits from the doors to the south as Soon as 
you ve pul down 1 the an of the skags. Kill the engineers, a ind é ener the lobby 
where a legless Experimentation Greeter sales Those who have acc cepted 
the Doctor's Orders” mission can activate the lever behind the * Greets if ar Bot 
and réveal a hidden shelf within the wall. The a xperimentathon 


URAMMed and invincible, so save your ammo for somethin 0 ale. 





Make your way into the warehouse area and open fire on the BUL and PWR Loaders that attack alor sol angineers in this area, Use the racks for cover 


and allow tham to come-to you-—sidestep their attacks, and open fire as they funnel forward to get closer. One of the engineers can be seen dropping a Slag 
sample. You can find additional Slag Samples in the room on the night 


Eliminate the other loaders and engineers, and head up the stairs to the catwalk. This upper walkway leads to a second hallway where Several more Hyperion 
baddies block the way to the Observation Wing, Use grenades and aim for the feet of any PWR or BUL ‘naders OU See to reduce the chance of having your 


bullats ncochet back at you 





_ 


Grab the ramaining Slag Samples, and loot all nearby chests for ammo and grenades. There's a battle brewing beyond the litt you're about to ride. so takea 
i 


moment to prepare. Have at least two different elamantal weapons handy. a rocket launcher, and an Explosive weapon Assault rifles and pistols typically serve 
(Ou batter in the fight to come than a sniper rifle, though all weapons can yield success. 
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Slagged Bloodwing Vitals 





Handsome Jack didn't just kidnap Bloodwing: he's fed him so much Slag that Mordecai’s beloved pet has not only 
quadrupled in size, but has also become extremely aggressive, particularly to Vault Hunters like yourself. You have no 
choice but to weaken Bloodwing so that Mordecai can snipe him with a tranquilizer dart, Unfortunately, you're going to have 
one heck of a fight! on your hands in ihe meantime. 


Retrain from firing wotil Bloodwing actually begins to charge you, as you can't injure him until the objectives list updates to 
say “Weaken Bioodwing.” Roland soon reaches you via ECHO and explains the plan. 


Bloodwing starts oul as Slagged Bloodwing and circles around belore 
dive-bombing your position with his claws outstretched and ready to 
cut. Hold your lire for now. A Slagged Bloodwing will just shake off any 
attempts to damage him. 


Handsome Jack soon calls for Bloodwing to transition trom Slag to Fire, 
then to Electricity, and finally Corrosive. Bloodwing turns to Fire and 
briefly hovers above you while attacking with Fire. Now's the time to 
start laying into Bloodwing (with non-Fire weapons). |! possible, coat 
him in Stag, then switch to Explosive or non-elemental weaponry while 
avoiding the Fire altack. 


Chorocteristics: Threat Levet 
Huge: Mutated. Erigien-porsoned Very high (what bas scence done?!) 


- Intel Report: 

‘As it turns oul, Eridiam has some horrityieg applications. Blondwing used to be the size of a small terrier, 
bat aow, thank fo Erm poteoning, he's grown ta the size ot he fabled Utr-Tesrer ol Eden'S. All care 
should be taken to subdue Bloodwing peacefully; in adition to the value bet would have as an asset to Ibe 

"Crimson Raiders, Mordecai would! be inconsolable it aey harem were to betal! him. 
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Delivery for Claptrap! 





Bloodwing's Shock atiack comes next, Listen for Jack's shouts, 
and switch to a rockel launcher or other heavy weapon. Bloodwing 
dives to the ground in order to transform trom one element to the 
other, thus providing a static target for your rockel launcher or 
Longbow or Sticky grenades. Use this brie! moment lo hil him with 
your slower-moving projectiles, even il they happen to just be a 
reloaded Tediore weapon or a Torque’s slow-moving explosive 
bullets. Once back in the air, Bloodwing spils Shock balls al you 
during his Electricily phase, Avoid these by strafing around the 
perimeter and continuing to pepper him with gunfire. 


expe - 
eguip the 


Bloodwing's Corrosive phase yields an attack similar to his Fire 
altack in thal he spews forth a large noxious cloud of toxicity as | = iy can axit th 
he hovers above you. Mordecai periodically mentions thal he's the area just outside the Pr 
sending you supplies. In addition to several Insta-Healihs and 
ammo pickups falling into the arena, a small pack of skags also 
gels released. Let these be the fodder you wse to gain a Second 
Wind if necessary. Of course, the many yellow containers around lanara tha stalkers. aca half-loze wince 
the perimeter should provide all of the ammo and Insta-Healths | : area in 


ced |e ts a 
Nt, oho POW ine Creek won 


you need. 


Mordecai fires the tranquilizing shot once Bloodwing has been 
weakened to roughly 10% health. The massive bird then falls to 
the center of {he arena, al which time you can grab the chip trom 
its collar. Cae 


a0ass Loaders 


= ly 
nit you dont 





’ Roland at Crimson 
Raiders HO and turn in 
the mission 


FAREWELL, OLD GIRL 


With Mordeco:s help, you were oble to infitrote the 









Ladies Exolortoton Preserve ond retrieve the dote 









needed to upgrade Lloptrop. Now, hell be able to help 






yOu post one of the onstocies standing between you 






and Handsome Jock, Though he'd rather it be under 






better cincums tances. you can now find Mordecai ot 






the Crimson Roders HO whenever you wont to chot 
uth Pam 
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I east? Or, would you preter to throw 
Toersell off one of the many nearby clits and save EveryOne a great in? L yOu. the Slabs hawe built a reries of Bridged fo link each of the 
inland-(iice chunks of rock that Comprise this area. The Slabs are FOnStontly Hghting mith 


the Hyperion troops nearby, and af first glance, the ares seems to be of 
feo strabegic importance. Thal aid, one can'l hel Bul worter why Hyperion would stalion 50 many troops ona Heeminghy valueless cilll, 
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MISSION OBJECTIVES 


* Tale Aaland 5 nate = Sorvive utation 
* Goto Meusasd Carly * Follow Brick 
* Delwer opte ® Denioy iiree mortar deacons. 


—: a eee reeves 


and aavance tt 
death wall. An, 


lveyuny Shoat the Messager lea — 


Approach the entrance to Slab Town cautiously, and sat to snipir "0 any ioné There are but four naw optional missions available 
Marauders you see. Watch out for Suicide sand slowly n lt alter the conclusion of the last story mission. If the 
way north to where you re bound to ancounter a Goliath or tic Gao resull of that last mission has got you down, than 
Check the minimap prior to shooting their helmets off and g QUICK you might want to join Mordecai in his grief with 


lance to the sky, as well—don't shoot the helmet off a Goliath ates, in ee cae 
on i nearhy pay Buzzard, as = can be too much to handle. On the “Rakkaholics Anonymous” and Animal Rights 
tha other hand missions. The olhar twa missions fo came online both 
ae vn Se ee ee ; there is always take place af Thousand Cuts, though you'll have to 
eeranoe He speak with Scooter in Sanctuary to accep the “Poetic 
“ap aoe | License" mission. The other, “Shoot This Guy in the 
and plummat att Face,” can be tackled during the course of “The Oace 
the side of the clitf and Future Siab” and only takes a ee 
at lime and a fone bullet from your gun, 
) crapshoot, but it’s 
your choice Ratiaholics Anonyoront 
10 Make. Animal Aigets 
Postic Lite 
Shoot fits Goy in ihe Face 
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Be on the lookout for Buzzards as you near the center of Slab Town. Target 
its engines as best you can but know that you may need to simply ignore it 
for the time being, as and ovale our Shots 
similarly, there are plenty of small houses and Hyperion containers that you 





thera ts a lol of room for it to fly 


Can duck into for cover fi ron its aerial bombardment 


i 7] ee = ee 





right your way past the Elite Marauders to the bridge arching over the void 
and titi loward ine large arrow signs—bandits have a habit of erecting 
signs to lead their wayw 
you re a Hyperion assassin, but he'll realize the truth soon enough. Either 
Way, YOU ré going to have to cut a swath through his Stab brethre 





ard selves home. At this point, the Slab King thinks 


Make your way up the stairs on the right near the arrow si ign, and kill the 
Bruisers en route to the many containers and chests to the east. The Slab 
King ts located at the Buzzard Factory in the northwest corner of Thousand 
Luts, and the only way there is across the heavily guarded Broke Face Bridga 
Hang back near the eastern side of the bridge, and snipe the helmets off any 
Gollaths that start to march across the bridge toward your position. They'll 
most likely aid you in dispatching any remaining Bruisers, or (if you're lucky) 
they'll leap to attack a Buzzard. Use the barrels and gas tanks against the 
Gollaths, and continue across 








(THROUGH) 


——§ {WALK 


Locote the series of romps ond stairs on the western side of the 
first orea in Slab Town, These stairs lead down to o relatively 
obscure but important cove containing o chest and several aminous 
plinths. Keep this lacotian in mind for after you've reached the Voult, 





defeoted Handsome Jock. and ore in search of o new challenge, 
Ossuming you ie thot long. 


Clear away the remaining ground-based bandits on the far side ot Broke 
Face Bridge, and take a moment to scout the exterior of Buzzard Factory 
Six of the nine tombstones are nearby. a5 6 a Cult of the Vault symbol and a 
valuable chest at the base of a ladder to the north. The ground floor entrance 


to Buzzard Factory is locked up tight, so you'll have to ascend the stairs and 


drop through ip where the large fist logo is. As always, jus! follow the 
bandits arrows: they re expecting you 


4 l | =p 2 
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ab Initiation 

Drop into the Buzzard 

factory with guns and 

enna ready, and 

18 Slab King’s 

brief re ramarks to end 

immediately target the 

helmet of the Badass 

Goliath on the balcony 

to the left of the Slab 

King's throne, Dozens 

oO] Marauders, psychos, Thal CHF De E 

brulsers, and other is. if 

Gollaths are going to tlood the factory floor in hopes of being the one Slab 

that gets to take you down and impress the Slab King. Don't let it happen! 





Toss a grenade into the fra _ipose larity, MIR, 
be ideal—to buy yoursell a few unit 


or Bouncing Betty would 
rupted moments and head up the 

Stairs On the nght, running to the narrow balcony overlooking the action 

The easiest way through this fight is to let the Goliaths do the heavy lifting for 
you. You can stay on the catwalk in the southeast corner of the factory and 
watch much of the fight take place without you, Give the Goliaths a little help 
DY SOTENING up Some of the enemies down below if you'd like to try to raise 
the Gollath to a God-liath 





A bref lull in the action precedes the arrival of second wave of enemies 
Consisting almost entirely of Psycho Midgets, This is a great time to shoot the 
helmet oi the other Badass Goliath on the balcony near the Slab King (if he 
hasn't jumped down already). Additional Gotiaths typically arrive during the 
Second wave, and some af the Psycho Midgats may leap onto their backs to 

Li jclh nde atop their broad 
Shoulders. Shoot the 
other Goliaths’ helmets 
olf, and watch tham all 
kill. one other. Or, better 
Sill, walt for them to 
soften one another 

tip, then job some 
explosives down into 
the fray to collect the 
Pe? a OOS Dey XP and loot! 
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Your reward for-surviving the battle is a meet and greet with the Slab King 
himself. also known to his friends as Brick, Give Brick Roland's note, an 

a moment to search the factory for loot. Head up the stairs in the Dack-re1 
corner and raid the chest tucked away near the Slab King’s throne. Handsome 
Jack comes on the ECHO right as you're approaching the door to announce 

a mortar attack on Thousand Cuts—just in time to kill a Vault Hunter and tne 
Slab bandits! It's up to you and Brick to take out those targeting Deacons! 
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to help the Crimson Randers, but you must take 
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Chorocteristics Threat Level 


Angry; Pugilittic: Loves poppies High (we ve haw a falbing cut) 


Intel Repart: 

Brick really. really lilces punching things Though he's nowhere near 2s dumb as bis mame might imggesi—te is 

in fact, capable of forming complete sentences—he dees Whe penching things. Atel, After he helped open the Vault 
five years ago, Brick tried jo satin down. He gol a dog to replace the omn he loved and los! as a child. He made a 
lite for hrinreell! in Wew Haven. Then, Brick hog everything. Hyperion razed New Haven to ihe preued, tortured beim 
aed made a mistake that Brick would never horpive: they killed his dog, Atter being accused by Handsome Jack aad 
his ilk a5 boing nothing but a bandil, » savage, a marderer, Brick decided {o avenge his dog by proving his enemies 
reghd: he wold become the king of a hand clon and do everything in his power to take Handsome Jack down 


the northeast comer o 


Town. Kill the WAR | 


dodgin 


ioe to the main 


fal of 


gather up planty of ammo while 
Brick rushes off to shatter the 
ing the third 


ith Brick in Thousand 


t the warning abo 


GOT THE BAND BACK TOGETHER 


t took some doing, but the four original Voult Hunters hove 


ake 


| 
DEEN reunited ot the Cimaon Roders HO in Sanctuary, They 


Sanctuary is often at the very bottom af the fist of locations ia 
down Wiig worry i immediately vis ible i i for one onother when the chips were stocked against them 
bi uci ie | ae Find now they rely on you, V oult Hunter, Don't let them down 
fot disappear from the 


might not be the beat of friends, but they ve eoch been there 
MoT Oo. oe ie beat ape al 
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LVNCHWOOD 


{ Lynchwood ts intentionalty kept in a stain of abject 
ol Lynchwood, pomishing Crime is tie ag bell. i pou slep inbo Lynchwood , thet Sheriti—and all ol bee 
you a criminal, ee general Lack of shrategee value, Crimson Raiders are 
Brick hat a personal predge againsl ihe Sheritt, and he has posted a sizable rewand lor ber bead. AS a 
The humans wha've come to ibis tows live along Main Stree! and in Genslinger's Dorner, 
The Grieders and Death Row Relinery areas Waull Hunters have no official harciness in 


Run by a corrupl Hyperion Sherif, the loern & poverty. Why? Because poverty bregde crime 
And crime needs to be punithed To tee Strerifl 
Hyperion-lnanced baedil cronies-—orill contider 
diecowraged trom visiting Lyachweod, That said. 
lowe, Lynebwood bas all the markings of a trantiet dustbow!. 
far trom the rats, skags, and Armored Skag Riders thal papal 
Lynchwood, but the area ig home to HUMeErDEs EREMIES 
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Shame the Foreman’ Kill Foreman Jasper without letting him construct 
any turrets (see the “Het! Hath No Fury” optional mission lor details). 


OPPORTUNITY 


Welcome to Handsome Jack's city of the tuture! Liftering ts punishabie by death. That's righl—il Hyperion hat their way, all of Pandora will eventanlly 
book (lice Omporiwnily. Clean, shiny, and wierly deveid of that oh-so-bothertome litte ides known aa “Wreedom,~ As it clands, the city is still wader 
Construction: Jack's corrent timetables sugges! that the city will be done in a tew months. at witich point Hyperton will begin lenriting high-clace familiey 
{o move in and experience all the wonderment and adventure ol Pandora behind (our-inth-thick energy shielding, of cowrte. Opportennty consists of 


Multiple neighborhoods ready for residents in the central aad weslern portions of the city, whereas the Constroction i sill underway throwyoel the 
baste Gall af the city 
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MISSION BRIEFING 


fo stop Jack trom awakeniivg ihe Warrior, you need to shit down 
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é to Angel's lair a door thai only opens lor Handsome Jack 





Angel has asked you io head to the city of Opportunity and! vast fer 





further aesinecteenes 


MISSION OBJECTIVES 


* Go lo Opportunity © Gel mere vote sales 
# Kill Jack's dumbie. + Upload sariples tt Angel 
» Pick up the dowbles pocketwateh » Reirieve voice miodeyaipr. 
« Ube into biog, 


SToRY MISSION REWARDS 
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WE BUILT THIS GITY 


The city of Opportunity is a ploce 
metropolis is brimming with high-tech 
wonders ond stunning Hyperion 
architecture. The entirety of the city 
is comprised of concrete, steel, ond 
all manner of space-age materials. 
Of chief concern to the illicit Vault 
Hunter heading inta battle is the 
building ond walkway geometry, 
Neorly every surfoce in Opportunity 
that isn't flat happens to run at no 
greater than a 45-degree angle. This 
makes it possible for you to run. 
jump. ond stand otop the majority 
of walls ond supports throughout 
the city, When oll else fois. head to 
sii 
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PATH OF MOST RESISTANCE 


Optional Missions Available 


Now that you've managed to reunite al! four of the original Vaull Hunters, you can be sure there's no shorlage of 
optional missions lo take on, Mos! of the missions that you can now accep! take place either at the recently visited 
Thousand Guts area or the entirely optional location of Lyachwood. Lyachwood has several fan and interesting 
missions thal culminate in a “Showdown” agains! the region's Sherifl, # lough-es-nails lady with a Relic worth 
fighting for, But if you're even considering going fo Lynchwood, you should definitely make a quick pit-stop in 
Overlook lo accept “Hyperion Contract #373," whieh asks you fo kiN 100 bandits, You'll have na trouble killing 

thal many (and many more) during your visit lo Lynehwood, Lastly, there are several missions thal take place in 
Opportunity, the city you'll be visiting during the next story mission, Consider tackling “Home Movies” aad “Hell Hath 
No Fury” before continuing the story mission in order to gel a better feel for the city’s (ayout and gain some extra 
XP in the process. Clapirap's “Statuesque” mission can be one of the more difficult ones in the game if you're nol 
property equipped, but it a good indicator of how well you're prepared for combat against Hyperion’s most lethal 
forces (something you '!! encounter a lot of during “Where Angels Fear to Tread”), Note that no addiliona! missions 
become available between now and the conclusion of the next story mission. 
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ENGINEERING TROUBLE 


Not every engineer you encounter can be treated as a mere 
gun-toting baddie that is as vulnerable to Corrosion os 0 
morouder is to Fire. Opportunity is chock-full of engineers and 
others thot hove powerful pneumatic orms, laser-emitting 
helmets, ond backpacks that fire barrages of rockets! Of 
course, theyre all stil very susceptible to a Corroswe sniper 
bullet to the heod, but that's beside the point! The point 

is that it's importont to identify the different styles of 
engineers ond Combat Engineers and know when to prioritize 
some engneers over loaders, Consult “Sir Hommerlock 's 
Aimonoc to Deodly Beasts” for more information ond advice, 
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Body Double 


Head due south and circle around the large building directly ahead of you ina 
clockwise direction, passing briefly through the edge of Living Legend Plaza 
and continuing toward Opportunity Square. Stay on the upper walkway to 
minimize combat unless you feel like you may be under-leveled and want to 
farm some extra loaders and engineers for XP. Head aven farther east to The 
Pits and Orbital Drop Zone if you really want to eam some extra XP and loot 


Keep right at the large blue glass building a5 you near Opportunity Square, 
and engage the loaders and engineers to the right. Clear out the enemies 

in the plaza out from under the A-shaped skyscraper, then look into the 
miulti-evel area beneath the building. You ll likely S86 an engineer or two 
patrolling the upper walkway. Handsome Jack's body double is on the ground 
floor. Hold your ground for a moment to see which way the waypoint on the 
minimap is heading 
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PATH OF MOST RESISTANCE 


Eliminate any remaining threats on the upper walkway, then descend to the 
lower floor and opén fire on Jack's body double. Though the synthesized 
voice may give the impression that he is a cyborg Jack's DOodY Coupe rs all 
human. He's also well 
shieided, $0 switch 

to Shock weapons if 
possible; otherwise 
reach fora Fire-based 
weapon for the mutha 
attack. Jacks body 
double signals for 
reinforcements as so0n 
as We Spots you, $0 
make your intial 


sinke count 


ne ee 
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Maintain pressure on him with elemental attacks, but watch the minimap for 
reinforcements. Additional loaders and anginears are quick to attack while 
you fight Jack's body double. Jack's body double may try to flee and run up 
the stairs. Chase after him, and continue to pepper him with Corrosive or 
Fire damage. He'll return fire, but he doesn't pose a major threat. Axton’s 
oabre Turret can work wonders at keeping enemy loaders and engineers al 
bay while you hunt the double, Similarly, Zero can use Deception to slip past 
the arstracted reinforcements and fire powertul shots (or melee attacks) at 
the body double. Maya and Salvador can each use their Action Skills to go 
Straight for Jack's body double and knock him out in quick fashion 
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Handsome Jack: The Remix 


Now that you have the pocketwatch, it's time to record some audio. Guardian 
Angel wants you to test out the watch’s voice modulator by recording the 
audio from an info kiosk. Use the one at the lower level of Opportunity 
Square to get started 





The sample was good, but Angel needs even more audio in order to gain a 
large enough sample size to truly allow you to speak in Jack's voice, There 
are four more info kiosks Scattered around Opportunity and marked as 
waypoints on your in-game minimap. The first is up the stairs due west from 
the first one, in the Waterfront District. Another one is just around the corner 
from that one to the southeast, in the Residential Quarter. Loop around the nay 
large building in a counter-clockwise direction toward the vending machines 

on the south edge of the city. Run up the stairs directly across from the 
vending machines to find the next kiosk 


HATTA) 
Ababa : 





You'll have to fight a lot of loaders and engineers as you approach each infec 
kiosk, but it's nothing you haven't been dealing with since stepping foot 
into this city. The one difference now is that you may encounter more ION 
Loaders than you've seen previously. Try rushing toward them as they begin 
powering up their energy shields, and lob a grenade at their feet. They'll 
efiactively trap themseives inside a bubble with a live grenade—particularly 


elfective when the grenade you deploy is a Bouncing Betty! 





3S ae la bat 


The final two kiosks are in Living Legend Plaza and the Hyperion Office 
Complex. Visit the Kiosk in Living Legend Plaza first to place yourself in 
prime location to complete the mission after collecting the audio (though you 
may want to swing by a vending machine near the Fast Travel station to Ioad 
up On ammo). The batties starl to gat more intense as you head into parts of 
the city that you haven't yet visited. It certainly pays to have a rocket Maunener 
on hand, especially when you get downed, as there's no quicker way to 
second Wind than by firing a rocket launcher into the nearesi enemy— 


and since you're already down, you needn't worry about splash damagal 














Upload the Samples 


Now thal you have the fourth audio sample, eliminate any immediate threats 
that remain, then head up the stairs directly south of the kiosk in the Hyperion 
Office Complex and duck into the corridor on the right. Untike most doors in 





Opportunity, the one on the left actually opens as you approach it. Take out the 


Hyperion Snipers camped out inside the room, then use the terminal on the 
right to upload the audio to the network. The Guardian Angel then takes these 
files and creates the voice modulator for you to use with the pocket watch 
Now you'll talk like Jack, but dont worry; it won't be permanent. Raid the 
treasure chest across Irom the upload terminal, and beat it back to Sanctuary 
to finalize the plan of attack with Holand. 


IDENTITY THEFT 


You infiltrated Handsame Jock’s oppressive city o 

the future, you sloyed his body double. and you mode 

off not only with o pocketwotch that gronts security 
clearonce, but otto with so much more, You stole Jock’s 
voice! Of course, now youre going to want to punch 
sn self mary time you open your mouth. but it's o small 
price to pay for potentially saving the planet 
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THE BUNKER 


Handsome Jack's fast line of delense for Contre! Core Angel. Lite is known: about The Sunker—Brick's Stab Buzzards have ted and 
tailed fo breach it countiess timed, amd though the area sarace is positively littered with turrets, satellite readings indicain that 
The Bunker is hiding something with a very, very large power source The most nplimistec reports sugges! this source might power 
“pn enormous fireworks display.” while peisimistic reports suggest thal such an ideo “is really stupid.” The ane constaat in all of 
the intel received is that the thea! The Busker poses !o Pandora is lar greater than its geographic site would suggest. 


GNK-3R Guster Destroy BNK-3R without destroying any of his auto 
cannons (see “Where Angels Fear to Tread” story mission for details). 


Cult of the Vault 
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Dangerous Beasts High Value Targets 












ENEMY FAMILY 





Dangerous Beasts 






| High Value Targets 


CONTROL GORE ANGEL 


mos! sacred treasure. Thowgh the Guardian Ange! has orchestrated events as tar back as free years 290 dering the quest 


The hiding place of Handvome Jace a 
tor the first Vaull. one assumes this ts a more recem! holding area tor her Ag Handsome Jock and hin (0h didn't come to Pandora entil after the Vault had already 


opened, ome bas fo figare that he bept his Angel somewhere olf-world, (possibly hooked up to the 4NG3L satelbtie thal orhited Pandora way hack when). Once 
Jach took contrel of Pandora, he presumably needed hit ace-in-the-hole where be Se ee LL a reality 
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REACH ANGEL AND STEAL THE VAULT KEY. 8 


Toke a mament to carefully sort through your equipment ond cea to give you Handsome Jack, but only if you deactivate 
get organized before you head off to Thousand Cuts. Go ohead 

ond save your best equipment for later, but create plenty of 

room in your Backpack by selling os mony items os you can [or 
by storing some in Cloptrap’s Stash or the Vault]. Equip Slag and 
Corrosive weopons with large magazines, high power, ond fost 
relood speeds, You're going to be churning through amma against 
on enslought of Hyperion forces, and they're all vulnerable 

to Corrosion, so come prepored, If playing os Moya, consider 

slotting the Bullet Witch Class Mod if you ve been holding onto it, 
Also, if Zero, this is a good time to re-spec owoy from melee if 
youve been going dawn that tree, as his long-range sniping really 
comes in handy during this mission. These playing as Solvadar 
chosen when dval-wielding are Slog and Corrosive. 
























MISSION OBJECTIVES 
© Convince Claptrap to help. * Destroy 11 avfe cannons, 
* Golo Thowsand Cuts. © Destroy ANW-3R. 
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Thousand Cuts 


spile Roland's warnings, Claptrap is extremely eager to bring the fight to Handsome Jack. Claptrap is under the mistaken belief that Jack attacked 
nctuary in an attempt to get to him, and he couldn't be more excited to have you, his trusty on, by his side when the bullets start fiying 


Use the Fast Travel perish to head to Thousand Cuts, and cross the first bridge on the lett to Bloody Knuckle Point. Head south to No Man's Land, where 
pirap ai 0 { niter eer here, Gepencing on the optional miss you did earlier. Shoot any bandits you see in Slab Town 
DUT JUS! FUN past InOSe YOU $8 > in Bloody Knuckle Point, a5 the loaders thal appear within moments are more than capable of distracting the Slabs. 


- RYAN HEATON, 


PATH OF MOST RESISTANCE 
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Severd al JET L cedars The fiving Q foes 6 traristoe orm Tron a onmal bioedal 
robot into a jet airplane and arrive by air. Though hey c can be dangerous from 
above, they're typically too fast and “ee far away to be worth focusing on 
until they land 


— 
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it's all fun and games until you sneak into the Control Core Loading Dock! 
Hypenons finest are out in Tull Torte a ensure thal you don t ma ake it any 
further than you already have. The fightin 9 Starts the moment Claptrap 
disables the death wall and all but requires you to have Corrosive weaponry 
on hand. It also pays to make frequent use of Corrosive or Explosive 
granades or (if you have tham) Singularity or Transfusion Slag grenades 





Linlike previous encounters with engineers and inaders, i's critical that you 
don't allow any of the enemies to get behind you. Similarly, you must not 
underestimate the Hyperion Soldiers that attack in this area, as they are quite 
agile and can deploy Hyperion Field Turrets ina flash. Target them at once! 


Advance no farther than the stairs on the left-hand side of the road unti 





ou've defeated all visible enemies, including any Badass Lo ai sor WAR 
Loaders that attack, Ascend the stairs on the left and creep forward to draw 
the Constructor Bot out trom behind the doors in the distance. Ignore its 
Constructor turret, and focus on sniping its critical spot over and over 
Unload on it vith grenades and sniper rifle or SMG fire directly into the eve 
fo take it out belore if can fire any nockets of nukes. Duck behind the 






the 186i (Of backpedal Gown the Stars) to take cover from the Constructors 


attacks when necessary 
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Ever-increasing numbers of loaders attack as you advance up the road, Use 
hit-and-run tactics, stay in Cover, and Shick to the edge of the map lo avon 
being caught in the open, (ON Loaders can be particularly annoying a5 they 
shield the enemies from your attacks. Try to splash tham all with Corrosion 
damage as the ON Loader starts to spin-up the shield so that they at least 
continue taking damage inside the bubble while you deal with the others 
Consider the (ON Loaders’ bubble shields a5 a bref time-out, and use the 
time to scrounge ammo and Insta-raalihs from the numerous yellow loot 
containers on either side of the road. 











Heavy mortar fire ts raining down on the road to the Control Core Supply 
Depot. You must avoid the red targeting circles, or you'll sustain heavy 
damage. Two loaders are Set to attack from the right, but you can ignore 
them if you want, as it's far more important to get from the New-U station at 
the west end of the road to the one to the east 








Don't loot the containers on the left just yet! First, target the Hyperion turrets 
flanking the heavy doors to the Control Core Supply Dock. Destroy those 
turrets, and hold this position until you've destroyed the incoming War 
Loaders and Repair Surveyors. [he containers in this area often conceal a 
Loot Wee Loader, $0 only open them while in battle with other enemies if 
absolutely necessary. Otherwise, it may not be worth the risk 


otop at the opened gate, and use a sniper rifle to take out any Repair 
Surveyors hovering above the multi-level facility ahead. Numerous GUN 
Loaders and Hyperion Soldiers attark a5 Soon as you advance past the gate, 
Hang back near the entrance, and snipe as many of the Hyperion Soldiers 

a5 yOu can before advancing. The ground level of the Contral Gore Supply 
Depot has several enemies, but the big threat appears as you approach the 
Stairs on the right—a Badass Constructor is deployed on the third level and 
S00n moves into position on the second tloor. Keep your distance, and inflict 
as much damage as you can from ground level. Use your Action Skill, sniper 
rifla, and rocket launcher to weaken it from afar. Use the walls flanking the 
gate for cOver when possible. 








Several WAR Loaders and a Badass Loader attack as you ascend the first 
fight of stairs. Take immediate cover under the awning directly below the 
Badass Constructor if you must, but know that it will begin to fire a nonstop 
Stream of rockets and heat-seeking missiles that could be difficult to avoid as 
you exit the overhead cover. Some of those missiles may even curve around 
toward you. This battle can be quite challenging until you destroy that Badass 
Constructor, not only because of its numerous missiles and nuctear threat, 
but also because of the Hyperion Soldiers deploying turrets throughout the 
battlefield 





Gather up the goods and head to the middle floor where the Badass 
Constructor was. Raid the chests on the left, and sweep across the map to the 
right, where numerous other loaders and Hyperion Soldiers are set to attack, 
This is the last tough spot of the battle, Get through this, and it’s clear sailing 
to The Bunker. Loot the chests on the right-hand side of the facility's upper 
level, and advance to The Bunker. 
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AYAN HEATON, 


The Bunker 


You enter The Bunker on a rocky ledge below the outer ning of a space-age 
platform. Enjoy the calm, because it's not going to last. Follow the trail past 
the security door that you'll need to get through later, and continue up the 
ramp to the vending machines: buy all the ammo you can carry and sae if 
either machine offers an upgrade over your currently equipped shiald and 
grenade mod. Continue up the steps to the outer ring, and turn left 


Some of Bricks fallow Slabs have arrived in their trusty Buzzards to lend a 
hand, but they're gatting shot down by an auto cannon, They need you to 
destroy It! The auto cannon is in the center of the main platform. Access 

it from the northam end, and open fire with your Corrosive weaponry 
Destroying that lone auto cannon helps, but several more immediately deploy 
to take its place. The auto cannons appear two or three at a time, but they 
eventually total 11 


Follow the waypoints on the minimap or just roam the outer ring in search 

of the auto cannons. Numerous HOT, BUL, and GUN Loaders start attacking 
but you need only focus on the auto cannons. Shoot any loaders that pose a 
direct threat or obstruct your progress, but dont go out of your way to attack 
them, as more will just fake their place. Move between the outerringand the ym a a 
central platform to avoid enemies, as well as the red lasers | eg 
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A greater threat than the numerous loaders are the deadly lasers that sweep 
across the ground. These lasers can drain your shield in a moment and leave 
you on your knees with nothing nearby to Second Wind off of if you're not 
careful, Fortunately, the blue barriers around the sides of the outer ring and 
central plattonm always turn red immediately belore the lasers are about to 
appear. This is your cue to either leave the area or get to higher ground. Run 
and leap atop a stack of crates to escape the lasers, and don't hop down 
util the barrier railings tum trom red to blue. indicating that the lasers are 
shutting down 

















Some of the auto cannons appear on the north side of the central platform 
which typically cant be seen from the outer ring, but most can be shot 

from the perimeter, [here are typically tewer loaders on the outer ring and 
ihe narrowness of it essentially forces them to line up to night you, which 1s 
always an advantage. 


ONE LAST SHOPPING TRIP 
Bon't destroy the final outa cannon right away! Head bock to 
the vending mochines [or scavenge some nearby containers) and 
make sure your ammo supplies are completely topped off. Only 
then should you knock out that fino! auta cannan, 





1t 10 Geeegees ine 


3 PATH OF MOST RESISTANCE 





BNK-3R Vitals 





The Crimson Raiders were wrong lo think that The Bunker was just a place. The Bunker was actually BNK-3R, a massive flying ship 
outfitted with the most high-tech weaponry ever seen on Pandora. And it’s coming for you! This battle can be quite Jong and tough, but 
there are no more lasers or aulo cannons to contend with, only a smattering of loaders and the BNK-3R itself. 


The good news about having to fight BNK-3R is that its sudden takeolf has opened up access to the upper waterfall area. Immediately 
head up the stairs on the south side of the central platlorm and wee the ivy-covered buttresses for cover from BNK-3R's numerous 

attacks. Aim for the exposed flap just above BNK-3R's nose for Critical Hits, and be sure to wse Corrosive weaponry. BNK-3A is not 
resistant to Fire, but Corrosive inflicts the most damage. 





Slay in cover alop the stairs for as long as you can—occasional Joaders spawn near the chest behind you, so watch the minimap—and 
continue to pepper the ship's critical weakness with sniper and assault rifle fire. The Slab Buzzards continue distracting both BNK-3R 
and many ol the loaders, thus giving you the opportunity to focus almost entirely on inflicting maximum damage. The Buzzards also 
drop health and ammo throughout the area. Listen for their cues over the ECHO device, and pick up the supplies whenever you need 
them. The Buzzards often drop them on the central platform, but it’s not unheard of for them to deposil the supplies on the outer ring. 








Threat Levet: 
fesame (that's ma installation?) 


Characteristics: 
neatly armed, Heavily armored: Cleverly comeated 
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BNK-3R attacks with mortars, spread-lasers, a number of auto turrets mounted on its underside, and a massive death ray that can 
down you in an instant. Unlike most major enemies, BNK-3R periodically leaves the immediate area and circles you for a few laps, 
leaving you no choice but to focus on avoiding the red targeting beacons that mark the incoming mortars. Use this time to collect 
ammo and Insta-Healths. Since non-Longbow grenades are all bul useless against BNK-3R, go ahead and lob them al the loaders as 
you collect ammo. This is a time when it pays to have a grenade with a longer fuse: toss il if you get low on health so that it might net 
you a Second Wind if you get downed. 














Remain atop the stairs near the waterfall and listen for Brick's lips about where the health and ammo drops are being perlormed 

and when BNK-3R is readying its guns. BNK-3R will fly around the map, then come to a stop on either the left or right-hand side and 
activate its aulo cannons. The auto cannons primarily focus on the Slab Buzzards, but they do fire at you, too. Destroying the auto 
cannons does damage BNK-3R, but it also sends it flying off into the distance that much sooner, Provided you have enough ammo 
and health and don't need to buy yourself any time, try to avoid the auto cannons to prolong the time you have shooting BNK-3A in its 
weakest point. 


O! all the attacks BNK-3R has, the one you really need to watch out for is the purple death ray. The atlack comes from a raised weapon 
module that extends from the top of the ship and can deliver an instant down if you take a direct hit. Don't hesitate to run wp the stairs 
and take cover behind the chest on the south side of {he map whenever this weapon begins to charge. Watch the minimap to see where 
the boss is at, and use hit-and-run tactics during this death ray phase. 


Finally, BNK-3R moves to the north side of the platform and makes one last atlempt al keeping you from reaching Control Core Angel. 
Take cover behind the crates just left of center on the central platform, and continue to pepper BNK-3R with Corrosive weaponry while 
using your grenades and Action Skills to keep the loaders off your back. BNK-3R erupts in a shower of loot, Eridium, and money upon 


& 














BNK-3R BUSTER 


death. More importantly, now you can enter the bio-detection chamber and gain access to Control Core Angel. 





| CHALLENGE! 


To complete this Challenge, you must manage to deleat BNK-3R withoul destroying any of its aula cannons. The auto cannons extend trom beneath 
BNK-3A and are quite close lo BNK-3R's weakpointi—the cockpit—making this a very dilficull feal to accomplish, Exacerbating matters, you may 
need lo destroy the auto cannons to send ONK-3R into a brief state of retreat. This could be 2 lifesaver when in need of ammo or health. As with 
mos! Challenges of this sort, using Axton'’s Sabre Turral is all but off-limits, and you must be very careful with Salvador'’s Gunzerking ability, as well. 


Consider the following techniques for completing the BNk-3A Buster” Challenge with each class: 





Axton: BNK-3A's auto Maya: BHK-3A is far too A RS Zero: Deception can 

: cannons aren'| always large to be Phaselocked, ¥ or not it's sale lo use give your sniper attacks 

. in play, but they ean ; but the blast fram Helios ar his Gunzerking ability a Iremendous boost 

emerge at any lime, or other skill effects / Ory depends on the weapons az agains! BNK-3R's Critical 

' making it very risky can certainly damage ~=" you have chosen. Hil area. Activate 
to deploy the Sabre Turret. The one the auto cannons. Furthermore, it’s Consider equipping a pairol Hyperion == Deception, and wail until the final 
exception is il you use it behind cover extremely difficull to use Phaselock with pistols, and fire al loaders (or empty second lo inflict maximum damage on 
$o that it can only fire al loaders. Resist the accuracy needed to avoid hitling the © space) unlil the targeting circles shrink =the nose of the ship. You can also use 
the orge to use rockel launchers, and auto cannons. Try to Phaselock BNK-3R = to near-perfect accuracy. Only then Deception to salely avoid the loaders 
focus exclusively on Critical Hits witha while it’s {lying around the platform should you really risk hip-tiring al BNK- = while scavenging for extra ammo and 
precision weapon. during its mortar phase; otherwise, 3A, especially while Gunzerking. insta-Healths. 
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Save il tor the Inaders. 
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ENEMY DESIGNER 


Olefeatiag AANA goin aw booess fo ae Secret ron) ot fe eouih 


Arick's support Burcaris were added lig after wile beoad on after elements lade Weil, Pao! aed Anthony cane ome and 
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| Control Core Angel 


Follow Angel's instructions to access the interior of Control Core Angel, Attar a briet introduction, you're told to destroy the three Eridium injecto 
near the ceiling. Fire a few bullets at the nearest Eridium injector, but know that Handsome Jack is quick to activate their shields, So Jong as those shields 
aré Covering the injectors, you wont have any hope of cutting the flow of Eridium into the Vault Kay 


Angel ts going to fry to think of a Way to disable the shields on the injectors, but in the meantime, you're goin 9 to have to fend off an endless supply of 
/ drain your shield and 


Move around the perimeter using Corrosive weapons and grenades to destroy the loar 
S00 arnves On the scene, boasting a sweeping laser attack and lots of resiliency. Crow 


Angel cant do anything about the loaders, but she'll routinely restock the y 
gather up the supplies from these containers whenever \ r t little cover there is. and don't be stingy 
or grenades. Continue to hurl grenades at the loaders, especially as you start to lose health, Smart use of your Action Skill can tilt the odds 
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Several core defense turrets join the fray shortly after 
Roland makes his appearance, They're mounted 
high on the central core and attack with powerful 
lasers—they are a top-priority target you should 
shoot immediately. Keep the battle going until 

all that’s left is a WAR Loader. Roland will likely 
disable one of the shields just as you re blowing up the 
WAR Loader. Shoot the injector to rupture the connection, One down, 
two to go! 


Roland joins the fight for a few moments, granting you the added benefit of his Scorpio Turret 
Take cover behind the Scorpio Turret's shield and enjoy the health replenishment it provides 
The battle continues to rage on much like before until a brief lull affords Roland time to 

climb up to the second bridge and begin deactivating another shield 





a 


Continue the fight and listen for Roland's signal to destroy the second 

Eridium injector (and avoid the Enidium that pours out. a5 it can Slag you) 
Unfortunately, the explosion knocks Roland to the ground while simultaneously 
destroying the bridge needed to reach the controts for the third injector 
Fortunately, Lilith appears on the scene, much to Roland's initial dismay. Lilith 
joins the combat for a short while, offering significant assistance to you and 
Roland, She'll stick around to help you killa WAR Loader, then phases herself 
and Roland up to the third injector’s shield controls 


uitiple WAR Loaders and a Badass Loader attack in the final wave. Lilith 
rejoins the fight while Roland works on disabling the shield. Lilith moves 
about the room in flashes, using her Siren powers to strike and move ina 
flurry. Use the dimmed columns of the shockheld generators for cover, and | " —_ 
hold nothing back. You've come too far to die now. Continue to raid the 
ammo containers that Angel Keeps StOCKEd, and Soak anything that moves in 
Corrosive gunfire, Roland will have the third and final Eridium injector ready 
to be destroyed just as soon a5 you defeat the Badass Loader 





TeTet latins 


AN ANGEL’S WISH «NPE WHERE ANGELS FEAR 10 TREAD: 
bith Angel's guidance, you found o woy to bypass eh 
death wall, defeat the BNK-3R, ond even speok in hac 5 Fe LA 10 BE CONTINUED... 


voice, And now, with o little help from your friends, you 

monaged ta stop Jock from using Angel to charge the This mission is actually divided into two parts. The first port 

Voutt Key. Head back to Sonetuory to figure out your consists of everything up through what wes just described. 

ext Move The rest is a surprise. aside from the hint thot you'l wind up bock 
| in Sanctuary, in Morcus Munitions Stereraom, Help yaurself ta 


the weapons and money scottered throughout this otherwise i 
inaccessible location, then make your way back to Mordecoi at the 
Crimson Raiders HG to complete the brief second portion of this _ 
mission. Youll receive « modest amount of cash and XP as a reward 
Sinem | 
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Additional Challenges 
Save the Turrets Complete the light at the gate before the 


Mission for details). (see “The Talon of God" story 
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a reprogrammed Hyperion Loader named lanwendoBel SOO0, After a tailed Hyperion atsault on Saecteary, Noxzi reprogrammed a loader to be at 


effective a tournament hest at she H—which is to say, Moral programmed InnuendoBot 5000 


to speak in nothing het homslically obviows semua 


ineuendos. His endless double eninndres are a ineth-grinding distraction to those pilled agains! the multitudes of Hypenoe soldiers and combat ‘hols 
imysieriously wrapped up imta this challenge arena. Well. might as well grab a Corrosive gen ane start thaneiag their ranks!” 
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SAWTOOTH CAULDRON 


The bandit clan known a5 the Sawieeth are known for fouding with Brick's Slabs and selling out potential Vault Hunters to Hyperion. Boasting a surprisingly lange 
roster sheet of bandits, (he Sawleelm have managed to exseniialty take over Ihe sprawling mountainside region new known 25 Sawtooth Cauldron. Spectalizing in 
demolitions and Buzzard assaults, the Sawleeth couldnt Nave picked a nicer spol toe their headquarters: the entire area is a bag costar filled with Threshers and 
magma, with only a few pockets of drinkable water sprinkled througnoet. Sane people wouldn'l make a base of operations here. Needless fo say, Morlar anal bes 
Sawheelh bands are nol sane 
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Eridium Blight 


The Gnmson Raiders sutfered a tramendous setback, but the fight tor the 
Vault—and for Pan —Mmust not be abandoned! Fast Travel to The Dust 
and snag a vehicle from the Catch-a-Ride at Ellie’s Garage. Head west along 
the northern edge of The Dust until you see a narrow canyon leading off to 
the northwest. Follow this guily to the entrance to Eridium Blight 


And Nexus lies in the southeastern comer of tha map. The most direct v 
(here is to w the main highway, Make the right just beyond the Jack 
Statue and Gatch-a-Ride, and approach the gate, which opens automatically 
a5 yOu g@ 2. Follow this road all the way through the southern hall of 
the map down tha mountain toward the southeastern comer of the region 
teal aly, onda be detected as int and the drawbnidge will rise to 
d to Arid Nexus. Lucky fo 
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MISSION OBJECTIVES 


* Mead to And Mews « Find Bostand hangars 


« Fhag Sautaath Caulgroa « Open Bore hangar. 
* Eofer Snoking Gugag Grote * Oesioy Boombriager 
* Ascond inferne Tnaer 
* Bestop fee Gaerarits 


« Steal four Gdeme Crates 


* Aycead iferad lower 

« Ali! joor Ambush Commanders 
* Enter Afgin Street Reserva 

* Enter Ceamital's Fowadey, 


STORY MISSION REWARDS 
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4 EU (6S wal Bos | 


y var) Qaged on pipers level af etart of mene 


Optional Missions Available 
The scene al Control Core Angel essentially serves 
as the end of the game's second act, hereby making 
ins @ great time to fake a break and tackle some of 
the nomercus optional missions ital are available. 
"Bearer of Bad News” and “BFFs” take place in 
Sanclpary and can be done quite quickly, and lor good 
rewards. Since very little of any story missions lake 
place in Eridium Blight, i's worth tackling “Customer 
Service,” “To Grandmother's House We Go," and the 

“A Heal Boy” series of missions to gel fo know that 
area. Of course, (would be a crime nal to accept 
“Kill Yourself,” as wali—the fastest! 12 Eridium you'll 
ever earn! Many ol (he other missions now available 
take place a! Sawtooth Cauldron and are certainly 
worth tackling, But if you were lo only choose one, 
make it “The Lost Treasure.” This mission leads you 
from Sawtooth Cauldron to Caustic Caverns, where 
you stand to gain one of Ihe most vseful pistols in the 
game, especially fer dealing with the many Buzzards 
in “Toil and Trowhle, " 


* Bearer of Bad News * Hyperion Sianginver 
a BFS # Mosier Math 

« The Chasen Ooe 

* Confoner Savvice = The Last Tneanre 
* lo Gondanaiers Hous We Go == The Greal Eecape 

* JN Fours * Capture Me Flagg 
= A fea! boy 


* Semon Hunta 
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The explosives Brick wants you to secure are located in Sawtooth Cauldron, home turf of the Slabs’ rival gang, the WELCOME 10 
Sawteeth. To get to Sawtooth Gauldron, turn around and follow the road back up the hill to the gate you drove through THE BLIGHT 


moments ago. Turn right and continue along the main road to the bridge, then cross it and continua straight onto the 
dirt trail to the lett of the lava. Head up the hill toward the exposed break in the overhead pipe, and turn east as you pass 


underneath it. If you reach the Cateh-a-Ride, you went too far. The entrance to Sawtooth Cauldron is beneath this pipe. Eridium Blight is o very } 
expansive orea filled with 
multiple optional 
missions, and more than 


its fair share of secrets 
There's also more than 
ane way to reach the 
bridge to Arid Nexus (see 
map), This is a fine time 
to explore on your own 
if you're so inclined. You 
con pick bock up with 
the walkthrough ot the 
entrance to Sowtooth 
Couldron of ter you ve 
mode your woy to the 
bridge in the southeast 
corner of Eridium Blight. 
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Sawtooth Cauldron 


Geographically spaaking, the explosives Brick needs you to get aren't that 
far from the exit to Endium Blight. However, reaching them is another thing 
altogether, being that they're high atop The Buzzard Nest. To get there, you 
must traverse Smoking Guano Grotto and gain access to the elevator deep 
InSite the Mountain 


The first step is to get to Smoking Guano Grotto. The entrance trom Eridium 
Blight has put you on a narrow ladge directly south of the Sawtooth Stilts 
cistnct, just east—and 200 or so feat above—the entrance to Smoking 
Guano Grotto. Though you can fight your way past two dozen bandits and 
descend the gently sloping trail as it curls its way around the side of the cliffs 
ina clockwise direction, this ts entirely unnecessary, It's far faster—and 
easier—to simply jump off the cliff straight ahead and land right near the 
entrance to Smoking Guano Grotto. Geronimo! 





For the quickest way down, walk to the left of the vending machines and 

approach the cliff. Continue along the rocky ledge to the left and spot the 

lusks sticking out of the rocks down below near the boardwalk. This is your target! Take a flying leap to the mouth of the cave, and run inside {there js plenty 
OF Opportunity to explore the Sawtooth Stilts area later if you so desire} 


Molten Mountain Elevator 





Equip your best Slag and Fire 
Weapons, and enter the Gave quickly 
10 eScape any gunfire emanating 
from the exterior area. Immediately 
Set to making your way around 

the cave ina clockwise direction 
Numerous goliaths and marauders 
attack near the base of the stairs on 
the leit—continue past the multiple 
flights of stairs that jead up to Main 
Street Reservoir, and proceed west 
toward the rear of the grotto. Follow 
the main path as it loops to the right, and note the large arrow wilh the white light bulbs on 
it. That's the elevator you need to ride up to The Buzzard Nest 
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Mortar, the leader of the Sawteeth, isn't about to nde the elevator down 
just to meet with some lowly Slab like yoursell. Instead, hes sending tour 
Ambush Commanders out to attack. Ambush Commanders are essentially 
nomads with heavy spiked shields and pistols or SMGs. They'd be tough | 
enough to kill if they were alone, but they're being accompanied by numerous | . 
psychos, marauders, and midgets. Making matters more difficult, the toward the chair near the ledge and make @ running leap for the 
Ambush Commanders each emerge from a different nearby shack, effectivety pa eign 
surrounding you from the onset of the battle You can either climb back up via the nearby ladder, a continue 
across the magma chamber to the distant ledge where au can f 
Quickly back away from the elevator and retreat to the leit in the direction aiddltional containers. There's 0 ladder an the far side of ' the chasm 
you came from. This gives you some room to maneuver, maxing it possible | ici aM | HHI 
to circle-strafe around the large green Hyperion container for cover. This 
position makes it much easier to keep the enenves in front of you at al times 
and avoid being caught in crossfire. Use your Action Skill whenever your 
shields are down, and stay on the move at all times. The Ambush Commanders aren't too much of a threat if you keep your distance, but the Suicide Psychos 


tan be really troublesome 





Brick isn't terribly surprised that Mortar isn't going to ride the elevator down and has a backup plan for just such a situation. He wants you to head over to 
Cramfist’s Foundry and destroy Mortar’s prized Buzzard, Boombringer. By doing that, Mortar just might get angry enough to ride the elevator down to fight you 



























Boombringer is located at the Buzzard facility in Cramfist’s Foundry, just beyond Main Street Reservoir. To reach it, you must circle back ina counter 
clockwise direction to the flights of stairs you passed earlier (the other connection with Cramfist's Foundry is. unidirectional and cannot be traveled in the 
direction neaded). Ascand the multiple flights of stairs to get to Main Street Reservoir 


Main Street Reservoir is comprisad of two distinct areas. There's the actual main street section that features a narrow path leading up the hill between rows of 
affordable bandit housing. Then there's the lange reservoir and hillside to the west of it. The watery area and grassy hillside at the base of the sloping road are 
inundated with threshers, And not just any threshers, either! There's the chance that you may encounter a Badass Pyre Thresher, which is one of the deadliest 
non-boss enemies on Pandora. For this reason, you should avoid wading out into the shallow waters of the reservoir. It's actually worth sticking close to the 
rocks on the left and giving the entire area a wide berth as you loop around to the residential seclion—tar better to take your chances against Caustic Goliaths 
than a Backass Pyre Thresher 


The charge up the road in Main Street Reservoir 
5 an epic battie Tiled with dozens of anamies, 
including all manner of nomads, goliaths, 
marauders, and psychos. Depanding on how 
direct you want to ba, it's worth knocking the 
halmet off one or two goliaths and then ducking 
for cover behind the houses on either side 
Utilize advance-and-retreat tactics to Keep the 
enemias in front of you. It doesn't matter how 
many adversaries you're fighting if you can keep 
them all in front of you! Consider using the metal 
catwalk on the right-hand side of the road behind 
the houses to sneak past some of the battle or to 
move into a flanking position 
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Ascend the stairs to the Buzzard hangars, and quickly lob some grenades 
and put your Action Skill to use in killing the nearby goliaths and nomads 
Duck into cover beneath the root nearest the stairs on the northeast side of 
the platform, and take out the two Buzzards flying overhead. Buzzards can be 
taken out with a fast-firing Torque assault rifle or with a strong burst-fire Dahl 
sniper rifle. Maya's Phaselock and Axton’s Sabre Turret also help nicely 





Take your time during this battle and give the Caustic Goliaths a wide berth, 
as they can chew you up with their toxic bile. Continue making frequent use 
of your grenades and Fire weapons, and keep your eyes open for any Shock 
Nomads, as they can drop your shield ina moment. Their backpacks can't be 
PUNCH bes ike that of the Pyre Nomad's, so you'll have to opt for brute force 
when dealing with them 





af 


Additional Buzzards soon follow, but you'll have a brief gap in the action 

when you can advance across the plattorm and draw fire irom the next gun 

turrets. Take cover behind the green container and step out from the left, then 

the right to take out the upper gun turrets. Push back the ground troops that 

attack, and (depending on how much fire you're taking from the Buzzards) 

Continue up the road as it leads from Main Street Reservoir into Cramfist’s either advance toward the hangar control nanel straight ahead or duck back 

Founiiy. The fighti ng ¢ of “" intensifies in this area as Burrards join the fray into the previous shed for cover from the Buzzards 

seek out overhead cover to shield yourself from the Buzzard’s rockets while 

you tend io any remaining ground- ba sed threats Pull the lever on the control panel to raise Boombringer up from the hangar 
below. This is Mortar's prized Buzzard. It's standing idle with nobody around 

$ Foundry area very slowly and spot the red lasers coming fo man the guns, $0 enjoy thes chance to open fire on such an apparalus 

2 twin gun turrets guard the entrance to the Buzzard hangars without recourse 
where Boombringer ly joe é the enemies on the ground directly ahead 


of you, and instead, equip your most potent sniper rifle and take out the two 
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turrets before they can start firing on you. Now, eliminate the smattering of foes 
patrolling the yard in front of the stairs: The stairs to the south lead up to the 
Buzzard hangars whereas those to the north descend to the Scalding Remnants 


aféa, an area ial Peed Only ba visited for collectibles and OovGnal MHSSiOns 
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LIKE THE BADASS YOU ARE To the Nest! 






Brick has a greot ideo: why not turn your back to Boombringer and . 
slowly walk away without even looking at the explosion you've With Boombringer destroyed, it's high time you ascend Inferno Tower and— 


you want—kill Mortar. Descend the stairs to Cramfist's Foundry, and 
Continue Straight ahead to find a garbage chute leading down into Smoking 
Guano Grotto. Ride the conveyor belt down into the cave below, and return to 
the elevator location on the north side 


SHOOTIN’ AND LOOTIN’ Tum left to approach the elevator, but note that Mortar has already ridden it 
' | down and is set to attack. Be careful! Mortar, a rat, is armed with a shotgun 


and supply of grenades and immediately sets to launching a barrage of highly 


coused? You won't earn any extra money for completing this banus 
objective, but you ull get to hear Mortor try hes best to not sound 
scored to death by your voluminous bod-ossery. 





This is d great time to explore the Buzzard hangars and rest of explosive grenades-at you, Stay on the move and circle around his attempts 
Cromfist's Foundry os none of the optional missions leads you at grenading you, then sat him ablaze with Fire weapons while also putting 
bock to this oreo of Sowtooth Cauldron. Stort by arcling around ta your Action Skill to use. Mortar may carry a big gun, but it often takes him 
the northwest side of the Buzzord hangors, where you can climb o several seconds to reload. You needn't kill him; you could jus st jump into o the 
lodder to the upper level and cun and jump your woy across the gap elevator and ride it up, bul Mortar has a chance to drop a lage 

to the south toward the port-c-potty. From there, leap from the {and killing him earns you bonus money). Use the container w 


roiling down to the Inwer fenced enclosure. and locate the fuse box, elevator for cover from his grenades, and finish him off! 
Shoot the fuse box to kil the power to the electric barrier atop the ; 
lodder in the southwest corner of the area. Head there ot once to 

roid the massive trunk of money and weopons. 
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Exit the elevator atop The Buzzard Nest, and quickly lob a grenade at the 
nomad and any other enemies you see nearby i al us immediataty 
ake flight: you must clear the skies $0 & 


skill can certainly be used to increase the firepower ofa set bullet—aim 
for the pilot or the engines! 
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LONG WAY DOWN 


Although it requires o lengthier 
roundabout jaunt bock to the Fost 
Trovel stotion, you can find Auie’s Comp 
by jumping off the southwest corner of 
The Buzzard Nest. between the bear 
ond the cooler, ond eorn o higher Badass 
Fiank in the process, Moke o running leap 
and aim for the very tiny campsite atop 
the mountain below to complete the 
Chollenge ond find a very hard-to-reach 
weapons chest 


ated, its time to mark tha crales with beacons so 
to grab. There are two on the westarn platform, 
one on the east. Mark the five of them to effectively 


With the five Buzz 
the Slabs know which a 
one on the south, ar 
finish your work here 
The fastest way back to Eridium Blight is by le n the east side of 

i Mm your jump just right snd you can even land directly 
on the a that leads right to the Fast Travel station. Use it to travel back to 
the Catch-a-Ride station in Eridium Blight. Once there, get a vehicle and drive 
back along the highway to the southeastern comer of the area just in time to 
See the Slabs use their ex 6S lo drop the drawbnage, Unve-across the 
bridge to Arid Nexus Boneyard. Exit the car, and approach the holographic 
intercom to turn in the mission to Mordecal 
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BOMBS AWAY 


The Hyperion Corp, may hove raised the bridge ta keep 
you from reaching Arid Nexus Boneyord but it only 
took o little grand theft explosive to remedy that 
situation. to Brick ond his high-flying Slabs. 
youre one step closer to discovering the locotion of 
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Grab thre ECHO Pisco 


The Beginning of the End 
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ARID NEXUS BADLANDS 


sion, the Arid Nexus and its surrounding Gesert have became one of the most impenetrable 

Us the planet, tho Hyperion into Stockade. This is where Jack keeps htt most priced inhormation. inclading the current 

whereabouts of the Warrior ve are po ta have any nope at destroying Wandsome Jock ing he id MUTE a8 ABSSINe mit | 
Uniostunately tot as. the Lend i¢ absolutely filliny with Skags and JN Losdere. To make matiers worse, we're hearing untontirmed reports of a 


The former home of Pandora's most well-mnown hud 


new Hyperion experimental weapon—a WAA Loader of stopidly absurd proportions—tirat Jack't got detending the entrance to his into Stockade. 
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The Hyperion Info Stockade contains all fhe information regarding 
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® Seeooed Pep Slates ? « Gewolood Warrter facade 
© Fier third pinay statin 


the bridge from Endium Blight: now its time to make a stony MISSION REWARDS 


eighboring Arid Mi ‘ 
drive dua north to the main 


land use 






® Fake mag iat 








d tremor 
ust as you're about to climb up. Figures 
to be a slight crack in ihe pipeline, and 


rian: 
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ntage ify 

pase the pressure on 
the pipe, you just might 
ba able to blow your way 
fito the pipeline 
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Turn the vehicle around 
and heal Soulhn ¢ 
hl Station 1, as 

1G VOU 
on your min nimap. Turn | 
bast at the Hyperion 
Truth Network and drive 
under the mutti-colored 
flags draped along the 
pipeline. These flags 
are your cue that you re 
approaching trom the 
nght direction, 
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Pump tt Up 


Park the vehicle, and reach for your Shock and Corrosive weaponry. The 
pumping station is guarded by a combination of Hyperion Infiltrators—which 
attack with cloaking devices much like stalkers—and RPG Loaders, among 
others. Target the Hyperion Infiltrators with your Shock weaponry to disable 





the cloaking apparatus of the Infittrators, then set to targeting the others with 
Corrosive attacks. Enter Eridium Pump Station 1, and tum the two valves to 
increase the pressure On the pipe. Explore the elevated area to the south of 
the valves to find éxtra loot and to eliminate any additional Hypénion enemies 
in the area—it’s worth trying to harvest as much XP as possible at this point 
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Turning the valves at the first pump station detinitaly helped to raise the 
pressure on the pipeline: now you need to do the same at Eridiym Pump 
Stations 2 and 3, Head to Pump Station 3 first, as overloading Pump Station 
requires a bit more effort. Drive west across the map and enter on foot. Do 






go for the valves right away, and don't make a move for the chest on the lett 
either! First, get to the north side of the room and brace yoursell for an army 
of Hyperion Soldiers, APG Loaders, and Repair Surveyors. This fight can get 
pratty intanse $o have some grenades on hand—preferably Shock, Explosive 
of Corrosive. The Hyperion Soldiers almost universally have shields, so be 
patient, Take out the Repair Surveyors as the opportunity arises, but keep on 
the lookout for RPG Loaders. Silence the room before turning your attention 
to Ihe two valves controlling the pumps. Loot the numerous containers and 
chests to replenish your ammo reserves before heading east to the other 
pump Station 
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SOLDIERS OF JAGK'S FORTUNE 


Hyperion Soldiers ore just one of severol types of high-tech special 
forces types that Jock hos on the company payroll. Eoch type of 
Hyperion Soldier is a skilled weapons expert that is both ogile and 
quick to teke cover, Hyperion Infiltrators con utilize clocking abilities 
and deploy field turrets while sticking primorily to assault rifles and 
SMGs, Hyperion Howks ore the heavy weapons experts of the crew 
and ore deadly with o rocket launcher. Lastly, the Hyperion Snipers 








ore the patient, long-range killers of the group. Hyperion Snipers ore 
experts ot using cover to ovoid detection as they woit to take their 
perfect shot! All Hyperion Soldiers should be struck first with Shock 
weapons to deplete their shields. Then, switch to Fire or Corrosive 
weaponry to finish them off, 


Eridium Pump Station 2 is located in the northeast corner of Arid Nexus 
Boneyard, but the station's inner workings are all underground, Ride the 
elevator down to the underground station, and start down the curved 
hallway. This beads to the valves, along with a large number of loaders 

Use your Action Skill and any grenades you have in this hallway to eliminate 
ihe enemies before advancing past the corner. Kill the first two waves, then 
advance to the stairs on the right and draw out the next couple of foes. Tr, 
to toss Corrosive grenades at the feat of the ION Loaders just as they start 
raising their bubble shields. Time it correctly, and you'll trap ther inside the 
bubble with the grenade 





Turn the valves, and return the way you came. Get in your car and drive back 
to the pipeline to the north. Line the vehicle wp with the makeshift ramp in 
Tront of the pipeline, hit the turbo, and launch the vehicle right into the pipe to 
break it. Enter the pipe on foot, and head left to the ladder leading up to the 
top of the Transmix Regulator Station 


A small contingent of 
Hyperion forces guards 
the upper level, but not 
enough to stop you 
from reaching the Arid 
Nexus Badlands. Fight 
your way to the easiem 
side of this upper level, 
and continue to Arid 
Nexus Badlands 
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Arid Nexus Badlands 


Arid Nexus Badlands is a witd desert filled with skag dans, JNK 
Loaders, and the sad abandoned carcass of what was once 

the thriving town of Fyrestone. The only thing not falling 

into disrepair is the Hyperion Info Stockade, the maximum 
security facility you're about to risk your hide to enter 


Head north past the first skag den toward the Hypenon Info Stockade, 
made visible by the massive white beacons of light shining into the sky. The 
Only way to reach it iS Vie (he platiorm Mt that ses up to the highway in the 
northeast corner of the region 


Taking the High Road 





Continue north to the fenced desolation thal was Fyrestone, Fyrestone’s 
residents are long gone, and the city & now home to nothing more than 

a shambling band of JNK Loaders cobbled together from the rusty debris 
fields. Well, that and a loader by the name of Bonehead 2.0 that can be shot 
down just a5 easily as the others 





Load up On ammo, equip your best Lornosive weaponry, and ensure thal no 

JNK Loaders or Skags remain in the aréa—it's very important that you have 
no distractions for the fight to. come. Slowly make your way north out of 

Fyrestone past the junk piles, and follow along the path beneath the highway 

A massive loader by the name of Satur soon lands atop the highway in effort 


to stop you from reaching the stockade 


Fyrestone wos the first mojor town in the original Borderlands ond 
will clways hold o special place in the hearts of fans, Though it's 
changed o lot in the intervening five yeors, much of the loyout—ond 
the hidden chests—remoins the way you remember it. Toke a few 
minutes to clamber about on the ledges and rooftops in this oreo 
ond see whot you find. 








Saturn's Vitals 















The first thing to do when you see Saturn is to immediately retreat to the northern 
edge of Fyrestone—to take Saturn on out in the open is suicide. especially if you 
don't have al leas! three people in your party. Immediately open fire on Saturn with a 
few rounds from your bes! Corrosive weapon lo draw him down from the highway to 
ground level. Saturn's massive size restricts him to the area between Fyrestone and 
the lift you need to ride wp to reach the highway. I! you're going to fight him (see note 
below for tips on avoiding him), (hen you need lo stay behind cover in Fyrestone. It's 
not sexy, bul the most surefire way to defeat Saturn is by strafing in and out of cover 
near the garbage piles and fencing on the left-hand side in Fyrestone. 


Saturn has bul two major atlacks, each of which can down you with just one or two 
hits. His main attack is to fire a stream of six conseculive homing rockets that fly ata [/ 
high speed, are extremely accurate, and pack tremendous splash damage. Not only 
is it important to take cover from these attacks, bul you mus! remember to leave a 
buffer between yoursell and whatever it is you're taking cover behind. Otherwise, the 
splash damage could eat you up! Saturn also attacks by raising his shoulder flaps a. s iL, 
to deploy a barrage of smaller arcing projectiles. He also has a mini turret (note : 
the second health bar) that can 
be easily destroyed with a few 
rounds from your guns, but don’! 
do it! They're your lifeline to a 
Second Wind if you should get 
downed, so leave them intact 
whenever possible. 








Back away from Saturn toward 
Fyrestone, and step around the corner on the left toward the pile of junk. The L-shaped corrugated fencing here combines well with the 
overhead highway to keep you protected from each of Saturn's attacks. Stand behind the junk 
pile away from the lence, wail for Salurn’s next barrage of homing rockets to crash harmlessly 
into the fence, then step out to the right and open fire on his head. Quickly duck back behind 
cover, reload your weapon, and repeat. You can mix in some rockets and grenades if you want 
to try io speed the battle up, but patience and discipline are the rules 

of the day. Maintain this strategy, and you'll be all but quaranteed 
a clean viclory over Saturn, the Hyperion Corporation's deadliest =~ ~ f . a 
and most feared loader! y 


It's possible to sprint night past Saturn ond ride the lift up ta 

the rood deck just os he drops to the ground. From there. veer left to trigger the 
checkpoint at the New-U stotion, then sprint like hell long the highway. Jump over 
ond around cover to try to. access the far end of the highwoy os soon as you 
possibly con. Saturn is quick to use his jetpack to return to the rood deck, so run and 
Jump in a zigzag fashion to avoid his incoming attacks. Zero and Axton can make 
use of their Action Skills to throw Soturn off the track, while Solvodor's Gunzerking 
obility con provide the speed needed to outrun Soturn. Mayo hos no such advantage, 
but she con still manage to pull this risky maneuver off with o bit of luck. 





Soturn only attocks if there ore no other Bots in the area, so once you see o 
Bodoss Constructor appear on the for end of the highwoy near the Hyperion Info 
Stockade, youll know you're in the clear and need not worry about Soturn anymore. 
Keep sprinting right into the Info Stockade. and fight the Badass Constructor ond 
myriad loaders from within the building on the left, not from out on the highway! 













8 PATH OF MOST RESISTANCE 






With Satum 
destroyed (and 
has resulting 
loot Shower 
thorougnity 
Cleaned up), 
return to 

the vending 
machines in 
Fyrestone 

and replenish 
your ammo 
Packe the litt 


and health supplies up to the New-U station, and start 


fifa acing hack Snuith to the 


a i the highway as it winds lis way 


Hyperion Info Stockade, Deal with the loaders you encounte 


hare they appear igen continue to advance slowlyas a Backass 


repping to attack just 


as and multiple RPG Loaders are p 
outside the entrance to the facility, Use the containers and barrier 
on the highway for cover while you fend them otf with Corrosive 


ocket launcher YOu have one handy 





there: this 0 time to hold back! 


Keen your wits about you a5 you head inside: multiple Hyperion 


Soldiers 





are set to follow close behind you via the walkway leading 


from the highway into the stockade. Clear the lower level of the 
pines and loot the chests, then head wostairs-and do 
additional enemies attack on the lower two bevels once you've pul 


down athe initial defense forhe at the entrance 
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) the chest on the fourth floor 
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through Fyrestone and back to the Fast Travel sta 
Mordacal at once! 


KNOWING IS HALF 
THE BATTLE 


The Hyperion Info Stockode wos certanly os 
well-defended as expected, yet you stil mode it 
to the Arid Nexus Bodlonds, survived the encounter 


gee eared ry a rt 
dass Construct 









with Saturn, ond successfully demolished o goggle 
of Bodoss Const 
the Warrior bs. But con you reach 
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or hos this of 


been for nought? It's about tir J cut. 
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path, Oper tha dove to eke orhat's 
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The next bathroom is inthe 
Emergency Supply Cache area on 
fhe Pafl-haod side, if you reach the 
fist ectal aria wm, you've 
gene too lar 





| Thee firs! Engineers bathagm 
a Ba Cn {fe apathy cache al they eee 
BOIENRS section of tte Heng’ 
Pass apgtoach, Ancers. if bufere 
Gescanding to the here dirt naar 
he age) gape 











| | 


b a ea 
nH, 


Hero’ Pats ts a nique bocale: im that it ig abot entirely man- 
made. Atter Hyperion ancovered the location of whal (hey initiatly 
assumed to be another Vaull, they lanmebed directly throagh a 
mauntain range. As a resuil, all ll take is a single misstep in 
Sind even a seasoned Vaull Hunter lube yourgell to a fery death in 
the lava river below. Untortunately, Hero's Paes ix the only path ta 
the Warrior that we've been able to locate. This is our lac! chance. 
We're going to stop Handsome Jack and pot an end to al! tit, 
you're going to have to light your way through this final gawntied of 
Hyperion’s mos! elite troops, Good lack, Vawli Hunter. You're going 
jo need if 
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The Warrior lives. You should probably put 9 aio 1a 
and his Warrior will tace olf agaiett ine might af the 
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Additional Challenges 


The Warelor’s Way: Kill the Warrior without shooting his heart 
(see “The Talon of God” story mission tor details). 





a! Panciora will be decided—where Handsome Jack 
es hack here in Sanctuary would like to say, 
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High Value Targets 


(N) Cult of the Vault 
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) === INFILTRATE HERO'S PASS °° ..& aay 2. : 
WITH CLAPTRAP’S HELP. imme |S um 
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You must find and kill Handsome Jack before he can awakan the 
Wearrtor—partially io save Pandora, partially to save Lilith, and 
partially because Jack is a real bastard. Jack i holed up in Hero's 
Pass, where the Warrior is buried. You will naed Clapirap to get you 
through the Hyperion defenses established there. 


MISSION OBJECTIVES 













|e Tal to Claptrag. * Continue atone. 
Sanctuary sehen Fal 

| ® Meet Clapirap. + Kill Heodsome Jack, 
With the Eridian Warnors location known, it's time to set Brick and * Foltow Clapirap. * Defeat the Warrior, 
Mordecai’s plan in motion. You'll need Clap Ip getting into Hero's * Delend Claptrap. * End fits. 
Pa xe a Tew minutes tp Stop and sé Our Triands in | ® Follow Claptrag., 





lay 
Tt 













STORY MISSION REWARDS 
en te 


3” 4 Erideurn o 
"Money and XP may wary dosed of plzper's hevel af start of misting, 


gift. Visit Tannis, | 
before meeting wp w 






















come ee | Optional Missions Available 


There's bul tow new optional missions available fand 
a filth that unlocks afler you complete (he main story). 
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pet your hands on i you re going to finally take down 
Handsome Jack, so try completing them all. 
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bi ) —_ (WALKTHROUGH) 


1 i 

Take a few minutes to thoroughly sort through your equipment to maximize CLAPTRAP CAN WAIT 
your effectiveness against armored enemies—you're about to face a slew — _ ; 
of them! Keep at least one or two all-around weapons on hand, but equip Talking to the six other residents of Sonctuory is o bonus objective 
as many Corrosive weapons as yout wiling to cary Sel everything else URI Se eS Se 
(OF PUT IT In the StaST OF Wail) TO TEE UP as MUN TOM If VOU BACKDGER as F i ahd 

foe you lose the opportunity to complete them os soon as you complete - 
possible ; f ; ! a 
: the current primary objective. In this case, that's talking to Claptrap, 
Use the Fast Travel station to meet up with Claptrap in Eridium Blight as soon Each of Pita Trans in Seine tic y masa te give you a rare piece 
aS you're ready to get the mission under way, The time to end this is fast of equipment; don't ruin your chance to get the goods by talking to 
approaching. | Cloptrop too soon, 












Eridium Blight 


Deploy a vehicle, and drive south through the nearby gate and immediately veer off the paved road in a southwesterly direction. You'll find Claptrap waiting for 
you near the New-U station beyond the barriers. Leave your vehicle, and follow him up the hill toward the gated entry to Hero’s Pass 


The entrance to Hero's Pass is locked wp tight, and it’s going to take Clapirap a few minutes to bypass the security system. It's up to you to defend him 
while he tinkers with the control panel. Numerous GUN and WAR Loaders will be digi-constructed on either side of the gate in an effort to stop you from 
proceeding. Making matters worse, at least temporarily, is the tact that there are two hostile auto cannons flanking the gate. You can target these auto 
cannons with gunfire and destroy them just as you would any other, but there is a benefit to keeping them intact, as you'll soon see. The choice is yours 


Take cover behind the walls, and use your best Corrosive weapons to take the loaders out. Claptrap keaps tolling away al the controls in an etfort to hack the 
security system. His first bi of success comes when he manages to switch the allegiance of the auto cannons (assuming you haven't destroyed them). Thair 
presence takes a lot of pressure off you, as the loaders suddenly begin targeting the auto cannons. The battle intensifies as a Badass Loader and Badass 
Repair Surveyors take the fleld shortly after the auto cannons are hacked. You'll have access to a vending machine soon enough, so hold nothing back, and 
don't be afraid to let loose your quiver of rockets and grenades. You can buy more in a little while! 
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SAVE THE TURRETS HCI 


This is one of the trickier Challenges to earn, especially if you're 









RESPEC YO'SELF 



















This is o great time to moke . i : 
ml ¥ playing sofo. fie first step in trying la “Save the furrets” is not 
fe thet a your 
ill i shooting (he aula cannons (nal atlack when you reach the gate fo Hero's 

skill points allocated in the . 

t offectiv ih Pass. Dodge their bullets, but do nol return fire! Claptrap’s first minor 
For most players, this entails Suftess MM nOcKAG (he gale 1s luring ihé alo canons into allies 

| pumping oll of your qvailoble From that point on, it's ap to you to protect the auto cannons from 

skill paints inta o single skill , rr alack, Kill the Hyperion forces as quickly as you can so thal they don't 
tree in order to unlock o capstone skill os soon os they reach destroy enther of {he auto cannons. Tivs becomes exceedingly difficult 
level 31. Though not entirely necessary o capstone skill can rectly ance the Badass Loaders and numerous WAR Loaders star! atlacking 
tilt the odds in your favor, even more than the gamechanger skills Thowgh possible while playing alone, especially if you've power 


that reside halfway down many of the skill trees, leveled and have Axton’s Gemini or Double Up skill unlocked, it's much 


Lonsider focusing your ska pot des tnbution to unlock the more manageane with one of two friends figiting by your side 
following caps tones: Axton [Double Up), Mayo (Ruin), Salvador 

| (Keep Firing), and Zero (Critical Ascension), Others may better suit 

your playing style, but these really come in handy during the pending 

fight agoinst Jock ond the Endian Lorna, 





i, 


b ' 
eros Pass 

Hero's Pass consisis primarily of a narrow zigzagging path aah Stretches 
from the northwest to the southeast, where the entrance to tha Vault of the 
Wart tOr lies. It's an excavation site, but its also Jack’s last line of defanse 
four Corrosive weapons handy and advance with caution, as it's all too 
easy to find yourself in an untenable situation. Stock up on supplies at the 
VENdINg machine, and Start the joumey south 


Note the location of the electric barrier on the right—there are severa 
containers and a weapons chest behind it. The fuse box that controls that 
forcetield 1 quite the distance away, but it's worth disabling and making the 
you might fh nd This @lactric barriar also marks the end 
of the calm you ve experienc ed since leaving Claptrap at the foot of the stairs 





trek back to see whial y 
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squelch the initial wave of Hyperion forces, and follow the path as it bencts its 
way eastward. The scaffolding you sea in this area offen has a container or 
two, giving you a chance to top off your ammo while getting a bird's-eye view 
of the area ahead 


A drop barge adorned with the Crimson Raider insignia swoops in from 

seemingly nowhere and deposits Mordecai and Brick up ahead of your 
position, not far from an inactive digger arm. Loot the chest on the ledge 
beyond the digger, then cross the slanted bridge to reach the fuse box on the 
right-hand side, and return the way you came to see what the chests up the 
path have in store for you. Don't worry about Mordecai and Brick: they can 


take care of themselves for the time being 











Brick and Mordecai do an admirable job in dulling the tip of the Hyperion 
Spear, Dut you ll have to do much of the heavy litting on your own. Pick off 
the Hyperion Snipers with your Corrosive sniper rifle, and advance to the 
upoly Cache. Eliminate any enemies in close proximity, then 
minute to locate the two grinder arms on the left-hand side of the path. Destroy 
their contro! panels to disable them before continuing on toward the double 
bridge Wading to the large yellow Hyperion energy barrier to the southwest 
Open fire on the auto cannons atop the towers flanking the energy barrier, then 
CUCK Into Cover and walt for the assaul fo push its way up the bridge 
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Slick to the northern end of the bridge, and lend a hand to Brick as he 
DUCES Tis way 
bridge. Mordecai continues sn ipir fg irom atar. Hold your ground, anc 
peppering the ise with a constant bar 

0 Brick soon team up to disable the anergy 
own from that point on. Tak 


and detour to the night to des 
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| Keep 


rage of Corrosive guntire. Mordeca 
banter, but you'll be on your 
nd the 


roy the controls to the thitd orinder arn 


aners bey 





BOUL aly Femalninig 10 


rae 
OTe 








The Final Heroic Pst 


A Badass Constructor flies into place on a ledge to the south 


1 ah lh 
oO} where (he 


large yellow barrier was. Fire any shots at it you can trom afar, then sprint for 
COVED INSITE Ihe AY DENON CONtaIner fo tne mont ol ts postion. (his particular 


Badass Constructor has 

advances if Aah not careful. You 
with it take it on oul in the open and risk repeat death, choose to ignore if 

and Sprint right past, Of use 2 the s limader 

Chip away at it belly olleys. The third option has the highest success 
percentage, as nstructor tS Still capable of being a threat as you 


1G nitonthial tm oflo Leoli ' 4 a 
Ihe POeNtal [oO BechValy put an end lo your 


BSSentlally have irae options lor dealing 
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Continue using the inside of this cargo container for cover until you've put down the Badass Loader that attacks alongside the Hyperion Soldiers Things 
certainly quiet down for a moment in this corer of Hero's Pass, with these two Badasses a thing of the past. Take your tima moving north along the bridge to 
property loot each and e very COMntaINer and Chest in the area. 


Crouch into cover as soon as you spot the three Hyperion Soldiers in the distance, where the walkway tums back to the southeast and descends a large set 
of Stairs. Do not cross that last stretch of bridge until you've first eliminated the massive army on the lower level. The enemies guarding the lower level at this 
v-shaped bend in thé route represent the single greatest concentration of Hyperion forces you'll encounter outside Ore Chasm. Immediately set to Slagging 
any and all adversaries, than switch to your Corrosive weapons for maximum results. Those with a Longbow grenade can put it to use; otherwise, it may not 
be worth the risk of wasting grenades across the massive divide, Use the railing on the right for cover, and employ your best Slag and Corrosive weapons 





Descend the stairs to where the Super Badass Loader and its ill-intentioned lik had stood so proudly moments ago, Keep to the far-lelt side as you advance 
southward. Use the walls and containers on the lett for cover from the mortar rounds and rockets being shot by the Badass Constructor in the distance. Hold 
your ground atop the stairs, and strafe in and out of cover as you shoot it. The path widens a bit as it steps its way down toward the bare ground and heavy 
machinery near the Vault of the Warrior entrance. Maintain the high ground, and take your time slaughtering each and every loader and Hyperion Infiltrator 
that dares attack 


i 





Vault of the Warrior FREE AMMO! 
You've made it into the Vault of the Warrior, Dut questions still remain | : 


ack? What's he done with Lilith? Will there be t 1. Or will there The amme resupply machine you see due north af the vending 


Where's 


machines is capable of digi-constructing ammo supplies ot 90-second 


For now, enjoy the enemy ay t winds intervals, There ore three such terminals in Vault of the Worrior, 
S Waly ne elevator n ‘A La J ra including this one, The other two ore split between the eastern and 


f 


western temples thot jut from the central oreo in the Vault. 


e-per-second (DPS). Equip 


effect damage-over-time attacks 


Handsome Jack isn'l as much a boss as he is a giant jerk who thinks a little loo highly of 
himsell. You can't expect Jack to fight you straight up without gimmickry—he knows he would 
lose—so instead he relies on his growing powers to deploy a number of clones to trick you. 
Look-alike Jacks spring forth and zip across the batiletield in all directions. Open lire with a 
quick-shooting Shock weapon to bathe them in electricity, rapidly dropping their shields 

and pulling an end to the charade. Pan around the battlelield for the one true 

Handsome Jack, and pump him full of lead. 


Jack releases a major allack just as his shields are deployed, and you may 
well get downed in the process. Have no fear! Look to the minimap for 
guidance, and target any of the rakk flying overhead—they're your 

lifeline! Once back on your feet, fire a few rounds at Jack's bubble 

shield to test the results, Unload into Jack with Fire or Explosive 

weaponry lo deplete his life as fast as you can. You can only reduce 

his health to roughly 15% before he does the unthinkable: he summons 

the Warrior! 








The Warrior's Vitals 





The most powerful creature Pandora has ever seen. An ancient, Eridian weapon to be wielded by anyone clever and strong enough 
to summon it. A creature so massive, so powerful, and so important that nobody on Pandora could come wp with a better name for il, 
Thanks to Handsome Jack's treachery, The Warrior has finally been awakened—it's time to finish this. 





The Warrior is a beast unlike any you've ever encountered. Its massive replilian-shaped body is equal parts rock, lava, and horror! The 
Warrior is capable of leaping high into the air and flying from one side of the Vault to the other, its body completely blackening the sky 
as it soars overhead with such surprising grace that you can't help but stand in awe. 








This is no time to gape in slack-jawed amazement! The Warrior has been summoned for the express purpose of killing you—hard! It 
has three major ways of doing it, too! For starters, the Warrior possesses a molten-hot fireball attack that can inflict major damage 
if you don't take cover from it. Seek oul the block-shaped rocks, and duck behind the biggest stack you can access for protection. 
The Warrior's next major attack—and good luck dodging it—is a powerlul tail slam that (if it connects) is all but guaranteed to not 
only give you a pretty good bounce but also down you. And i! these attacks don't gel you, you'll have to be constantly aware of the 
fluctuating levels of lava. The Warrior is capable of rT the en of the lava within the Vault, and anyone not atop the 
cube-shaped stone blocks will certainly feel the sl h 

burn—and no amount of Fire protection can save 
you from that. Now for the good news: defeating the 
Warrior isn't necessarily all that difficull so long as 
you're cautious and patient, and you listen closely 
to Jack's commands. That last point is important 
because Handsome Jack has the Warrior under voice | 
command as if it were an obedien! dog: adog thal ff 
breathes fire and happens to be 120 feet tall and 
made of stone, bul a dog nonetheless. By listening 
lor Jack's voice, you can frequently take evasive 
maneuvers in anticipation of the incoming attack and 
save yoursell a lot of struggle. 
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Before you learn how to go about killing the Warrior, it's 
important to also acknowledge the other creatures in the 
area. You'll be sharing the large central platlorm with 
an endless supply of Volcanic Crystalisks. Meanwhile, 

a flock of rakk circles harmlessly overhead. This ~ 
may sound absolutely crazy, but it's actuallya = +) 
good thing. For starters, you can completely “yy yt ci 
ignore the Volcanic Crystalisks. Fis 
























| 
| They're of no major threat, and the rising lava coupled with the Warrior's occasional tail swipes will kill them off, leaving behind Insta- 
Healths and ammo. The rakk, as you may have already learned, are perfect for gaining a Second Wind whenever you get downed. 
Reach for an SMG or shotgun, and fire into the sky. The minimap can help you pinpoint their {light patterns and gel you on your feet in 
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Lastly, it's time to discuss how you kill this giant of a beast. Well, like 
most enemies, you shoot it in the head. It really can be as simple and 
slraightlorward as thal. Fire a ceaseless barrage of bullets into the 
Warrior's mouth for maximum results. You can actually inflict damage on 
the Warrior by shooting it anywhere on its body, but its open mouth deals 
extra damage. However, there is one spot on the Warrior where il is even 
more susceptible to damage than inside its mouth: its heart! 


The Warrior may look all rough and indestructible on the outside, but its 
breastplates are actually quite fragile. Fire enough bullets at them, and 
they'll actually break away, exposing the Warrior's juicy, tender heart. 
Quickly empty your clips into the Warrior's heart to inflict iremendous 
damage, and send the Warrior scurrying back into the lava for a breather. 
This not only takes a chunk out of the Warrior's health bar, but also buys 
you a bit of time to scrounge for ammo and Insta-Healths and make a run 
lo the lemples at either end of the area to use one of the ammo resupply 
machines, if needed. 


Of course, you need not shatter the Warrior's breastplates and attack its 
heart, especially if you'd like to complete The Warrior's Way Challenge. 
Here are some tips lor doing just that for each class: 





THE WARRIOR'S WAY CHALLENGE! 


Complete this Challenge by resisting the urge to shoot the Warrior in its heart, Avoid breaking through the breasiplates altogether so you don't 
hit the heart with an errant shol, and instead focus exclusively on targeting the Warrior's head and mouth, This is going to significantly lengthen 
lhe duration of the battle, but it's entirely doable and also your fas! chance lo earn some Badass Aanks before the credits roll (not that this really 
matiers, but you ge! the picture) 


Consider the following techniques for completing “The Warrior's Way Challenge” with each class: 





Arton: It's risky to use Maya: There's little Salvador: Salvador's Zero: Deception won't 
the Sabre Turret against harm in using the ¥ Gunzerking ability truly ) necessarily gain you any 
{; the Warrior provided Phaselock ability on the fi shines against the ! advaniages defensively. 
you stick close by il and Warrior, provided you © Warrior thanks to the z bul the boost il provides 
re-colleet if the moment aim the reticle at its —" heast's giant size. Its your altacks is certainly 


you see the Sabre Turret targeting the © head. Helios or your other skills still head és 90 far from ils chest that you worth using agains! the Warrior, Equip 
breasiplales. Just to be sale, resist the erupt off the initial impact explosion needn'l worry too much about being your most powertul sniper rifle, and 


urge to use the Sabre Turret if going (the Warrior can obviously not be super-precise while hip-firing with two use Deception to magnity the results. 

for ihe Challenge, as there's no felling = properly Phaselocked), bot Ihe blast weapons. Il still pays to dual-wield with Just don't wall uni! the final second to 

where the turret is going to fire. is nol powerful enough to rupture the Hyperion pistols or SMGs, if possible, gel the shot off, as by then, the Warrior 
breasiplales and harm the heart. may have already dived oul of the way. 






COOL STORY, BRO 














OVERTIME PAY 


Come for the Vault, stay for the optional missions! Life is tough on Pandora, and few can get by solely on their own—that's where 
you come in. Vault Hunters are revered across Pandora as not only weapons in the fight against Hyperion, but also as beacons for 
Strength, hope, and immense firepower. People all across Pandora will line up to offer you all manner of missions that task you with 
everything from attending a birthday party to starting a full-fledged cian war. There are a tolal of 109 optional missions available over 
the course of the adventure, and this chapter covers each and every one. The mission strategies are arranged alphabetically to make 
navigating this massive chapter as easy a5 possible 





The argonizotional structure of this chort does lead to on increased chonce that you may stumble upon minor spoders if you read about 
missions that have not yet been unlocked. Core hos been taken to eliminate nearly oll story references in this chapter, but we recommend you 
reod only the descriptions for those missions thot ore active or thot you ore specifically seeking help on. Many of the missions ore offered by 
charocters whose oppearonce in the game moy be considered o spoiler. 





Optional Mission Index 
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Lynchwood 


Robbing the bank was one thing, but if you're really going to get in the 


craw of the local sheriff, you're going to have to take out the Eridium supply 


train, Make your way south out of the train station and ride the elevator up 
to the Death Row Refinery. The area on the right is a demolition depository 
complete with a ramote-controlied bomb cart. Locate the lever to signal the 
relaase of the bomb cart, and then turn around and locate a similar lever 
on the other side of the clearing; you must use this second lever to trap the 
bomb cart. 


Pull the lever to signal the remote-controlied cart and Start the five minute 
countdown. Don't follow the tracks: sprint straight across to the other lever 
and pull it to close the entrance 
to the mines. This traps the 
bomb cart and allows you to 
pick it up (try not to think about 
how heavy such a contraption 
would be on earth). 


Pull the second fiver to trap Me Doni Gat 
hetore if enters fre nine 


Carry the bomb cart south toward the other mine cart tracks and set the 
femote-controtied bomb cart down in the space identified on-screen 

Thea cart soon automatically starts chugging along toward a trestle in the 
distance. Climb the stairs in the northwest comer of the refinary area and 
locate the detonation plunger. Wait for the bomb cart to move into position 
underneath the 
Eridium train, 
and press 

the plunger 

to blow the 
bridge— 

and the train— 
to pieces 
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A Real Boy: 
Clothes Make the Man 
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Eridium Blight 


Mal, short for Ma/function, lives just outside the gate to Ore Chasm and 
yearns to be like a human. He has a somewhat narrow vision of what 
defines humanity, and he has convinced himself that he'd be a human if 
only he had Some proper clothes. He'd like you to retrieve clothes for him 
from the local bandit population. Of course, this involves a lot of killing 


Return to the northern part of Eridium Blight and head across the main 
bridge, past the entrance to Sawtooth Cauldron, and continue as if heading 
to the Lover's Leap area. The clothes you need are currently being worn 

by the Caustic Goliaths at the bandit camp in Mount Hellsfont. Leave your 
vehicle on the near side of the bridge and continue on foot across the 
narrow pedestrian bridge. Locate the Goliaths and shoot their masks off 
to Start the battle. Move to the outer edge of the camp to avoid the Caustic 
Goliath's toxic spaw attack and to let them feast on the lesser enemies in 
the area. Be on the lookout for a Loot Goon Goliath, which (though rare) 
may also be in possession of a piece of clothing 


Watch the battle from the periphery and try to inflict the killing blow before 
the Goliaths do. Use your Action Skill to bring down the Goliaths and claim 
the shirt, pants, and hat that Mal desires. Return the way you came, and 
give the clothes to Mal, 


PERSONNEL FILE BB8TSS 


Contused: Coricus: Defective Unknown 

intel Report 

When most Hyperion robots go haywire. they act pretty muck as you'd 

azpect, going trom “| think therghore | am" ta all bowen. mal be 
paterminaied™ in the time it takes to flip a kilbewiteh. Mad, bownver, seems 
diferent. $o named becaure of his obviously maltwnctioning central 
processor, Mal is desperate to became a Purses, Mel being a human, 
however, be doesn't seem lo know exactty whol makes humans special. ts A 
their chathes? Their shin? Their willingness 10 beat one anoles op tow little te 
po reaeon? Mal is eager to know. 
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Eridium Blight 


The clothes were a good start, but Mal wants some human limbs to attach 
to his robotic appendages. Lucky for him, the bandit encampments north of 
the Slag Scar have buckets where they keep the needed body parts. Drive 
back fo the northern side of the Endium Blight and drive across the main 
bridge to the small camp near the Sawtooth Cauldron entrance. There's 

no need to kill all of the bandits in the area unless you want lo—feel free 

to skip the tight and retrieve 
ihe mask located on the right 
From here, head north to Mount } 
Hellsfont, near the Lover's Leap 
ladder, and retrieve the body 
part located there. This area 
should still be clear of enemies 
after the battle to collect the 
clothes 
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Return to your vehicle, and drive south up the side of the mountain to 
Slagma Vapor Extraction facility. Spot the bucket of parts on the catwalk 
above the entrance, then enter the camp and immediately head to the right 
and up the stairs to get the next body part in the bucket. Leap over the 
railing and return to your Light Runner. Gontinue the ascent up the hill and 
make a hard lett to Slagma Refinery, The final two body parts are both in 
this area, Grab the first on the left and then approach the eastarn edge of 
camp, but don't drive off the tedge! Instead, head up the path on the right 
under the arch, to find the final part. Return to Mal to deliver the goods 
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Eridium Blight 


Mal has come to believe that the most human trait of all is the tendency 

to kill other humans. Use the time he spends philosophizing to equip your 
best Corrosive weaponry, then let him have it. Mal may behave unlike the 
other Loaders you've encountered, but he’s still just a Loader. A few rounds 
of your best Corrosive weaponry—and maybe an Explosive grenada—are 
all it takes to beat him into submission. He might want to be human, but he 
has a long way to go betore he can outsmart one! 


Mal does fight back if given the opportunity, but he's not even on par with 
a Badass Loader. He says he'll allow you to return to fight him again in the 
future, but given his human tendencies, he's probably just lying 





Break out your best (7 


TrOSive weEnoms, and paint hin green 


219 


> 
ae 
Li 
> 
fe=s=d] 
i 
1 
Lu 
> 
O 
220 | 





Animal Rescue: Food 
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Lynchwood 


The meat from the food carts helped get Dukino back on his feet, but now 
ha's really hungry. Scooter thinks little Dukino needs something more 
substantial, like five skag tongues! Head east up the stairs at the end of 
Main Street and continue past the quarry to the conveyor balts leading 

up the side of the mountain. Continue around Lynchwood ina clockwise 
direction until you encounter the Armored Skags of the Sheriff's Posse 
These particular skags (and their riders) put up a solid fight, so break out 
your best Corrosive weaponry against them. You must shoot the skags in 
thé mouth to make them drop their tongues. Advance slowly $0 as to draw 
just one of the Sheriff's Posse members into battle if possible. Keep to the 
higher ground, and lob grenades and firepower down at tham from above. 
This should help keep you from being trampled and/or surrounded. Retum 
to Dukino with the five skag tongues, and lay them out on his blanket for 
him to enjoy 





Hon? rush te collec! the ckag tongue until the Armored Alder hes Naan killed! as wel! 
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Lynchwood 


Make your way to the eastern 
end of Main Street and locate the & 
chained skag pup onthe north | 
side of the tracks. The pup’s 
name is Dukino, and Scooter 
wants you to free him. Smash 
the chain with a melee attack to 
free Dukino from his shacktes 
Once up and about, it’s clear 





Gie ite chant a good thueace 
that the poor pup is injured and = ayy free 

needs some medicine. Sure, it 

might sound crazy to be nursing a skag back to health, but v 
ever been wrong? On second thought, don't answer that. 


D Dream ihe 


when has Scooter 


Fight your way back up the train tracks sage the station, and ascend the 
stairs on the north side to reach the upper level. Run and leap across the 
roottops heading back to the east, toward Dukino until you spot the puppy 
medicine on the root near the pharmacy. Hop over to the medicine, pick it 
up, and bring it to Dukino. 


scooter is happy you resuscitated the skag, but now he wants you to 

bring him some food. There are five skag meat vendors in the Gunslinger's 
Corner area of Lynchwood. Make your way through the cave on the 
northwest side of Main Street and perform a loop through the area beyond, 
picking up each of the pieces of meat. The five meat carts are all located 
on the lower level of Gunslingers Corner; collect them by following the 
main path in a clockwise loop toward the elevator. Ride the elevator to the 
upper level, and leap off the ledge to return quickly to Main Street. Dump 
the collected chunks of skag meat into the chute on the side of Dukino’s 
skaghouse, and try not to think about the cannibalistic tendencies you're 
now encouraging. 
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Lynchwood 


Dukino has grown quite a bit since you found him chained up to his 
skaghouse. In fact, he’s so big now that he needs a new place to call home! 
Help Dukino find a new shelter by following him to The Old Mine on the 
southwest side of Lynchwood. Beat back any rats or bandits who try to 
attack en route to the mine’s entrance, then mde the elevator down into the 
cavem 


Multiple Tunnel Rats and Lab Rats have taken up residence in The Old 
Mine, and it's up to you to clear the area of enemies so Dukino can live in 
peace. Switch to your Fire-based weaponry and empty some clips on the 
distracted rats. Kill them before they harm Oukino to complete the mission 
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Wildlife Exploitation Preserve 


Return to Wildlife Exploitation 
Preserve, and fight your way 
past the stalkers and Hyperion 
troops to the Preserve 
Dockyard. Pull the Jever on 

the generator in the center o1 
the southern docks to open 

the cages and release half- 
dozen stalkers. A dozen Stalker 
Handlers—specially assigned = lovin 
Enginears—rush forward to try 

to Kill the stalkers before they can escape. [he Stalker Handlers primarily 
ignore you as they wrestle with the escaped stalkers. Avoid shooting the 
Stalkers, and kill the Stalker Handlers as quickly as you can. The stalkers 
know you're on their side and will not attack, Use Corrosive weaponry to 
dispatch the heavily armored Stalker Handlers in lime to maximize the 
number of stalkers that can survive the battle. The stalkers attack the 
handlers on their own; increase your effectiveness by focusing on handlers 
in one-on-one battles with stalkers, and ignore the Stalker Handlers who 
are being mobbed by a pack of stalkers 
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Lontinue through the Preserve along the samé path you had taken during 
the “Wildlité Preservation” mission and forge ahead to the hallway leading 
to the circular enclosure. Pull the lever in the hallway to release several 
skags in the area ahead. Sprint ahead, and once again open fire on the 
handlers to protect the freed 
creatures. The skags are fewer 
in number and one has even 
been named—they're almost 
ike family. Kill the 12 Skag 
Handlers before they can put 
down the escaping skags. Do 
| your best to keep the skags 
alive to increase the total 
number of Surviving creatures 
and hopefully eam the bonus 
Challenge’s cash reward. 
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OVERTIME PAY 


Slay all of the creatures in the next enclosure to draw out the Super Badass 
Loader, then continue through the Specimen Maintenance area and the 
exterior enclosure that follows, Push on to the Observation Wing and 
locate the lever in the warehouse office, Pull this lever to free the Badass 
Stalker. This time, you have the difficult task of protecting a single creature 
from a dozen assailants. You certainly have your work cut out for you, but 
you mustn't feel bad if the creature dies. It was likely going to be used in Al 


Arms Dealing 








Mandsome Jack's sadistic experiments and gradually tortured to death = MISSION BRIEFING 
anyway. Nevertheless, defeat the 12 handlers with Slag and Corrosive vii 
weaponry to better the chances of adding to your tolal of surviving 
creatures. Continue through the Wildlife Exploitation Preserve, and return 
to the Fast Travel station, Head back to Mordecai at Crimson Raiders HO at 
once fo collect your reward 
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The Highlands 


This is the second delivery mission | ) 
likely to encounter and it begins at th 
Overlook Bounty Board, but the 2:00 
timer wont Start until you collect the first 
package from the mailbox on the edge 
of Overlook (at which time, 0:30 
Sow HH} MOTHRAKK | gets added to the clock), Use the 
Catch-a-Ride to deploy a Light 
Those passing through the Observation king after having completed ioe ips pes ee 
the ‘Widite Preservation’ story mission find themselves foce to mailbox as you can. The 
foce with the Son of Mothrakk, the offspring of a famed rakk from route is going to take you 
the original Borderlands game. Son of Mothrokk can be kited quite all over the south side of 
ecsdy ond is okin to o Bodass level rokk. The Highlands and then 
back to Overlook. The 
time constraints on this 
MISSION are pretty tight 
and you're going to 
have to drive smoothly 
and leave the vehicle as 
Chose to the mailboxes a5 
) YOu can to avoid wasting 
— Me) time on foot. Of course, 
the enemies you encounter in 
the Southern reaches of this 
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| Find Rate { region may ela you down 
particularly if you get snagged 


emainnity | bya Wormhole Thresher, so 
mm ©6you may need to clear them 
out and try again. Simply 


| Magazine Size 


| = 415% Weapon Damage return to the Overlook 
Bounty Board and accept 


* 0 Mates Casnage the mission again Hf you 
an i fail and need to restart, 


——{OPTIONAL MISSIONS] 


= Sa i ay sii 


— (855 per Bonus) 791 Pies ee 8 Ea 
UDTEET SO TIERED PeADTTAATTAAT ESAT TASTY PETA EAT] if? 





Southpaw Steam & Power 


MURDER ASSASSIN WOT 


Enter the Southpaw Steam 
& Power facility and load 
up On ammo at the vending 
machines inside the anirance 
The facility is much larger than 
first appears and consists 
of two levels with several 
arge bottomless chasms that i: y 
U must bet carers to avold, Lure the Badass Psycho Bacn aoray Ine Galo 
Th ough you can an explore a bit POW ie al, fa TY Oe ane 
olf the direct p sath particularly 
in the Starting area, it's best fo Stay on the upper level until you reach the 
Stairs in the northeast corner 





Proceed east alongside the balcony overlooking the enemies below and 

get to work gunning down the foes straight ahead. The tirst assassin, Wot 
emerges from the rolling door at the south end of this area. Stay away from 
that door until you've stain the other enemies in the area to avoid triggering 





4 
8 Creek with the Wot's arrival prematurely. An alarm announces the arrival of Wot and the 
Tach: POUir Badass Psycho that serves as h Re bong ard. Wot is content to stick close 








ni to the door he was | oe behind, allowing you to lure the Badass Psycho 
below the water wheel Sprint into the cave beyond the mill and ascend the rocky curving ledge 2¥7ay tO be dealt with one-on-one. Wot has an impressive shield, an SMG, 
silten. Exit the aren try leaping trom the bowes stacked and i quite sniie. T Iry to 1uré him out into ihe open so he can't hide baning 
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DRIVING TO THE MISSION 


This mission tokes ploce inside the energy plont known os 
Southpow Steom & Power. located in the center of Three 
Horns Vodey. You needn't fully explore Three Horns Divide or 
its sister region, Three Horns Volley, before entering it. Simply 
drive to the southern transition between the two in Three 
Horns Divide (just north of Morrowfield), ond once in Three 
Horns Valley, drive up the hil on the night to the entrance to 
Southpaw Steam & Power. 





BONUS OBJECTIVES 


There ore four bonus objectives available during this mission, 
one for each of the four ossossins, Each bonus objective 
asks thot you kil its corresponding ossossin with o particular 
type of weapon of attack. Completing each objective eorns 
you §55 [depending on ployer level). Note that only the fatal 
shot/blow needs to be delivered by the method specified— 
feel free to soften them up with grenades, Action Skills, 

or any other means you have ot your dispasol. A word of 
coution, however: you wall not receive credit toward the bonus 
completion if you kill the Fissassin with o thrown Tediore 
reload, even if it is of the corresponding weapon type. 








WASTE ASSASSIN ONEY 
Pick up the Assassins Orders ECHO device to learn the history of the 
Assassins, and then climb the steps toward the lange steam ganerators. 
Assassin Oney eventually amerges from the large door to the north, across 
the bottomless chasm beyond the railing. Note that while there are a couple 
of lootable containers on the pipes down below, there is no way back up if 
you decide to leap for them. Once again, the battle with Oney is preceded 
by an assault from myriad Suicide Psychos, Nomads, Burning Psychos, 
and Crazed Maraudars. Stick to the southam, slightly elevated platform to 
funnel the enemies up the narrow steps. It's also possible to run and leap 
from the railing alongside the generator to reach the pipe near the Cult of 
the Vault symbol. This doesn't offer any cover from gunfire or throwing 
axes, but it does provide you with a great angie of attack to shoot down 
foes on the lower level, 


Assassin Oney reveals himself 
alongside a duo of Suicide 
Psychos. Quickly lob agrenade 
of put your Action Skill to use to 
aliminate the Suicide Psychos, 
then focus on Assassin Oney. 
He is akin to.a Badass Nomad, 
complete with a shield that he 
often tries to hide behind. He's 
equipped with a high-powered 
Shotgun, which makes all the 
more reason to go after him with a sniper nile, per the bonus objective's 
requirement, Snipe him from across the pit in the floor, He'll try to pursue 
you in one direction or the other. Simply stay out of his range and continue 
to encircle the pit in an attempt to Keep it between you and Assassin Oney 
at all times. 











KILL ASSASSIN REETH 


Listen to the ECHO Recorder 
dropped by Oney, then descend | 
the stairs in the northeast 
comer to an area containing a 
few enemies, multiple ammo 
boxes, and even a weapons 
chest. Round the comer to the 
south and fight your way past 
the Psychos and other enemies 
a5 YOU weave between the 
various pillars and crates en 
route to Assassin Reeth. This guy is a Burning Psycho who spends much 
of his time hiding behind his bodyguard, a Taskmaster Nomad 





The Taskmaster Nomad has a 
full-length shield that can stop 
most gunfire. However, itis 
possible to snipe through the 
Small slit in the shield, Another 
option is to deploy grenades 
or hit the shield straight-on 

| with explosive weaponry. Just 
Keep an eye out for the much 
speedier Assassin Reeth, who 
periodically separates from his 
bodyguard and attacks directly 
Assassin Reeth is resistant to Fire attacks, naturally, but he is vulnerable to 
all other elemental effects. Use your Action Skill to soften him up, or isolate 
him from the Taskmaster Nomad and then finish him off with a melee 
attack, provided your shields are up. 


MOK ASSASSIN ROE 


Ascend the stairs in the 
southwest comer of the lower 
level after killing Reeth and 
make your way to the west. 

Try to leave as many elemental 
barrels intact tor the final 
assassin fight, as it's going to 
be a toughie! Lay waste to the 
Burning Psychos and numerous 
other foes that populate this 
area, and stay clear of the large 
bay door holding Assassin Rout 
and his twin Taskmaster Nomad bodyguards. 





Assassin Rout is a sniper-equipped Tunnel Rat who's extremely fast and 
agile, You can otten lure him away trom his bodyguards, but they are quite 
capable of using their assault rifles to inflict damage from afar. Move to the 
north side of the door where they emerge and puncture the Corrosive Barre! 
as they approach, This technique, combined with a grenade or two, should 
help to eliminate at least one of the Taskmaster Nomads. Lead Assassin 
Rout to the other barrels in the area, particularly any Slag ones you find, 
and use them to your advantage. 


you 

either stay on the attack and 
keep him under dure 
that you take 
get caught in the 
up the final ECHO Rec order 
and return to the Sanctuary 
Bounty Goard for your 


LAVEIS @00NE CAE OF EE SS 


ies SOs e POW. fib! 


your gear and making all ammo purchases 


n A Prawmear 
oe Owe 


ih 
P on 


nus objectives won 

‘ion euean rf 
SEER 

ie pour faée aga 


ofel 


fine Facililt Ail (ay 
or Hadise itive (ule Lt 
ST DETTE A Fe py, ¥ 
Nate ae el 


? hint] ic Iya 
Femmes fo re 


Wf ihe assassins. 


Sy Ts Titi @rrlriamll a: 
a(fee YOU ff PGS! AREY 


L Ft ii Pe eer 
ey a AGIVE, dS ol 


y Im nip 
5 F 1 


» i Di 
AY Eat, UE 


fed the mis 


Tone! 


ral 


Iii eS | 


| 
f i 
Ai} al 


ern nd IP TIONAL MISSIONS] 


Bat Hair Day 


VEeT TMG 


| a mss ann 


ih ‘i ba iy 


Avallebiltty: Speak to Sir Hamimertock in Liar's Gerg after complnting “This Town Ain't 
Big Enough. ” 


Litingka: — 


362 Shotgun (Gresn) 


Gateway Harbor 


sir Hammertock has decided that his hat is sorely lacking for some 
Dullymong hair, and being that it's been quite some time since Liar's 
Berg has hosted a proper haberdasher, he's asking you to improvise. The 
Gateway Harbor area of Southern § é to no less than four distinct 
bullymong dens. One is located south near the entrance to Southern Shelf 
‘hereas the three others 
ighlighted on the in-game min 
h, you re bound to encounter all ma 


from Monglets to Adult bullymongs and the dreaded Bullymo ng § Slin gers $. 


hall 15 


are located 


The key to collecting bullymong hair is to use your guns (or grenades) to 
SsuTicienthy weaken—but not kill—the bullymongs. The only way to harvest 
tne spiel hair is to deliver the tatal damage with a melee strike, There 

re more than enough bullymongs to go a s0 dont worry if you do 
int rt fatal gunshot damage in the heat of the battle. After all, you only need 
to collect the hair from four bullymongs. 
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MULTI-TASKING HAIR GOLLEGTORS 


It's possible to collect the requisite bullymong hair while working on 
the “Shielded Favors” quest—there is. o bullymong den just south 
of the fuse thot youll need to collect during that quest. Simiarly 
those heading out onto the ice sheet to the west will encounter 

o few Marauders down the hil from Lior's Berg. One of these 
bondits--o Morauder or Psycho—will drop on ECHO Recorder that 
unlocks the “Handsome Jock Here!” quest once found. 





Check your inventory to see if you have a bladed weapon that offers 
enhanced melee damage. If so, be sure to equip it even if only to administer 
the fatal blow. This might keep you from having to swing away several 
times to finally kill the bullymong. A blue waypoint icon highignts any 
dropped bullymong hair. 
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As you collect the hair, you'll hear Claptrap and Sir Hammerlock vie for your 
attention in hopes of convincing you to trade the bullymong hair to one over 
the other. If you need a shotgun, give it to Claptrap. If you prefer a sniper 
rifle, then give it to Sir Hammertock. At this point in the journey, unless you 
either strongly dislike sniping or are playing as Salvador, opt for the sniper 
rifle reward from Sir Hammeriock. That said, giving the bullymong hair 

to Claptrap does have the added bonus of seeing him sport the hair as a 
mohawk, just as Sir Hammertock jokingly predicted. 


Fun 4 you pretera shige ntle Minny be worth geing fine hae fo Claotrap just to see 
hien in a emohaae! 





Bandit Slaughter: Round 1 
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ARENA BATTLES 


The five “Bandit Sloughter’ missions ore non-stop oreng bottles 
consisting of three to five waves each, The only way to complete eoch 
of these missions is to eliminate every enemy in each wove without 
dying. These bottles con be completed either solo or os a team. The 
toctics in the following mrssion descriptions are geared to help 
solo ployers who olready have a firm grasp of the combat system 


Use the vending machines in the lobby to fully stock up an ammo and 
to sell the numerous weapons youll be collecting between fights. 
The doors to the areno stay open until you press the button on the 
central platform Use this time to fomiiorize yourself with the map, 
collect any loot left over from o previous fight, ond position your 
team if playing cooperatively, 





Fink's Slaughterhouse 


The first wave primarily consists of Marauders, Goliaths, and Nomads and 
feels like any of the large skirmishes you've endured reaching this place 
Avoid using any grenades during this wave, as they'll come in handy later 
Snipe as many Marauders from the central platform as you can before 
being chased off. It certainly pays to havea Fire weapon on hand, along 
with a weapon that can Slag an enemy. This combination works wonders 
throughout all five rounds. 


The second wave typically introduces Badass Marauders to the mix. These 
enemies are far more resilient than normal Marauders and almost always 
have a shield, Though you may want to switch to a Shock weapon if they're 
the only foe left, it's best to just let them burn. It's also worth not wasting too 
many sniper rifle bullets on them in an attempt to kill them with a Critical Hit 
(toward the bonus objective). Save the critical kills for the lesser enemies 


The third wave commonly introduces Badass Gollaths armed with massive 
Gatling guns. Depending on how many other enemies are left standing, its 
often worth targeting their heads right away. This causes tham to toss aside 
their giant gun in favor of enraging. The one thing you don't want to do is 
enrage one when it's the only enemy left. Instead, seek out some cover, and 
pepper them with fire bullets to ignite them. This technique buys you time 
to relocate to a safer position while still inflicting damage 
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Fink's Slaughterhouse 


Things start to heat up a little in the second round, as you re likely to 
encounter Psychos and Shock-Nomadics along with the always-pesky Rat 
Thief. The latter aren't necessarily concerned with hurting you, but they do 
Steal money, weapons, and even ammo and Eridium from your Backpack 
Take them down, and quickly gather up all of the loot they have stolen from 
you. Note that you must manually pick up any stolen money 


One of the biggest threats during Round 2 comes from the plethora of 
suicide Psychos you're likely to encounter, Monitor the minimap closely 

at all times and watch for fast-moving red blips, as they're either Psychos 
or Suicide Psychos and it's best to not take any chances. Turn in their 
direction and backpedal away as fast as you can—and don't forget that the 
grenade they drop upon death is still live! 


Each wave typically ends with just two or three tougher foes. This is the 
most dangerous time because it becomes that much harder to get a Second 
Wind if you get knocked down. Be ever mindful of your shield and health 
levels, a5 well a5 your position in the arena versus that of the remaining 
enemies, and anticipate when you might be downed, making timely use of 
your Action Skill ora grenade, 
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The third round of Bandit 
Slaughter is likely to have 

more Goliaths and Badass level 
enemies than the earlier rounds, 
but it also has many Psychos 
and Rats. It's going to become 
more important for you to stay 
on the move, as the number 

of enemias spawning from 
multiple comers of the map 
makes it difficult to camp one 
spot of the map. Fortunately, not all of the adversaries are as fast a3 others 
are. Since the slower foes are typically deadlier—Suicide Psychos aside— 
it’s relatively easy to sprint and jump between the different elevations of the 
map to avoid the Lab Rats and Nomads. This allows you to thin the number 
of Psychos, Rat Thieves, Tunnel Rats, and Marauders so you're not being 
constantly encroached upon 





Shotguns are peviect for scoring Cortical Al 
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Though the number of enemies is increasing, 50 is the requirement for the 
bonus objective. Sniper ammo is going to start to bacome an issue in the 
third round, particularly if you're using a Dahl sniper rifle that fires in burst 
whenever using the scope, Remember that you can always aim high with a 
shotgun, pistol, or any other weapon and still score a Critical Hit 


The bi-level design of Fink’s Slaughterhouse makes it possible to use the 

elevation changes to your advantage. For starters, it often helps for Axton 

to deploy a Sabre Turret either on the central platform or dawn below it, 

whichever is opposite where he's standing. This allows him to shoot from 
another angle and effectively 
Catch enemies in crossfire (this 
technique also works well for 
co-op play). You can also use 
the elevation to trap anamies 

| as they ascend the stairs. A big 
part of succeeding in the final 
rounds lies in your ability to 

"effectively use the landscape 
against your altackers. The 
slow-moving Lab Rats are 
perfect for this. 
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Fink's Slaughterhouse 


The fourth round 

i§, indeed, where 
things Start to get 
really interesting. 
For starters, thare 
are now four waves 
instead of three. This 
may seem like plenty 
of time to rack up 
the 35 critical kills Miia se — 

needed to complete a). Kei cover until the Buzzards th off after deploying 
the bonus objective, she Airhorme Maraudare 

but not all of the 

enemies are as conducive for headshot kills as earlier. The other big tweak 
is that you'll now be squaring off against Buzzards and their accompanying 
Airborme Marauders! 


The very first wave of Round 4 begins with the arrival of several Buzzards. 
Immediately take cover on the ground level in the darkened aréa near the 
siairs to avold being bombarded by their rockets. Aim for their engines if 
you can: otherwise, let tham drop off their Airborne Marauders and stay 
under cover until the other enemies spawn and the Buzzards vacate the area 


Ammunition starts to become even more of an issue in this round, and it's 
important to not waste foo much sniper ammo on the tougher enemies 

if you're trying to get the bonus objective, Nomad Torturers surprisingly 
provide an easy solution to this problem. Simply aim for the Midget Psycho 
strapped to.the shield for a relatively easy one-shot Critical Hit kill. Chew up 
most of the Nomad’s health with other weapons, then switch to your sniper 
rifle for the final headshot. 


It can be particularly tough to gat a Second Wind on the latter waves of 
these final rounds, but there is an easy solution thal comes via a rocket 
launcher. Though you may be reluctant to assign one of your three weapon 
slots to a rocket launcher from the start (if you are doing this mission when 
first available), it's definitely worth swapping out your sniper rifle for the 
rocket launcher once you've completed the bonus objective, Resist the urge 
to use il except during Fight For Your Life. No one would blame you for 
using it against a group of Badass enemies or Goliaths, but make sure you 
reload it before swapping to another weapon. The only thing worse than not 
having a rocket launcher to. swap to is swapping to one that is out of ammo. 
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Fink's Slaughterhouse 


The fifth and final round of Bandit Slaughter is going to be tough, but it 
becomes much more manageable with proper preparation. For starters, 
though its certainly possible to unlock this mission during your first visit 
to The Fridge, it's better that you come back to tackle Round § 5 after you've 
completed “Bright Lights, Flying City.” The reason for this is tw: ofold: first, 
you receive the SDU that grants a fourth weapon slot as a mission reward 
secondly, you likely have a lot of Eridium to spend back in Sanctuary, and 
ihe extra ammo SOUs really come in handy during Round 5. 


Give your equipment a lot of thought before heading into battle, Consider 
a class mod that increases Fight For Your Life time, or a shield that has a 
high capacity and has a chance to absorb bullets. Similarly, a Transfusion 
grenade Could prove invaluable, especially i it spawns child grenades 

As for weaponry, it really does pay to have at least one Slag and one Fire 
weapon, A high-powered Jakabs pistol with a large magazine could also 
come in handy. Lastly, equip the rocket launcher with the biggest magazine 
you can find, and refrain from using lt unless absolutely necessary—tt 
could be the only thing that saves you from bleeding out in the final waves 
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ourviving this battle also requires skilled, efficient use of your Action Skill 
Zero can get away with using his fast-activating Deception as frequently as 
it becomes av ailable, Maya's Phaselock skill also has a very short cooldown 
and can be used over and over, as well, though some thought should be 
given to the skill points you have allotted in order to maximize the impact 
(Tor example, tanpeting an enemy in a crowd to take advantage of Helios) 


—{OPTIONAL MISSIONS) 





hose playing as Salvador should treat Gunzerking as a last-ditch survival 
tactic for use whenever his health starts to gat low, Lastly, Axton’s Sabre 
Turret should be used much the same way as Gunzerking—deploy it 
whenever you think you might be downed, It’s also worth using the Sabre 
Turret for tactical advantage in difficult fights, especially since it tends to 
attract enemy attention much like Deception. Just make sure to “reclaim’ 
the turret as soon as It'S no longer necessary, a5 ins can shorten the 


cooldown considerably 
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Be sure to recknien tne Sadre Turret as soon as it's no longer necessary Sanctuary 





Mordecai has asked that you make the rounds and let Roland's triends hare 





in Sanctuary know what happened to him, They deserve to hear it from 
someone who was there rather than through the city’s rumor mill. Take a 
walk around town and speak to Scooter, Dr. Zed, Marcus, and Moxxi to bear 
the bad news. Once you've sookan to each of them, head back to Grimson 
Raiders HO and speak to Tannis and Brick, a5 we 


Mordecai is realty gratetul for all you ve done so far and knows that Holand 
realty balieved you d De the one to stop eto Jack. And tor that, he 

wants you to help yourself to Roland's ANTONY Descend the stairs to the 

laundry machines and open the Previgusly locked gate to access the red 

Dahl chest. What was once Roland's is now yours. Speak to Mordecai after 
yOuV ve faiged ine chesi 
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Best Mother’s Day Ever 
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The Highlands 


Complete the “Stalker of Stalkers” mission and continue to hunt down stalkers 
throughout The Highlands until one drops Taggart’s Gift for Mom. This item 
can drop from any stalker, including those all the way across the map near the 
Isotope Reclamation Tower. It's best to eradicate the stalkers near Hunter's 
Bane in hopes of finding the mission item close by the area it involves 


50, you want to find out what's in the boooooox? Venture deeper into the 
cave near Hunter's Bane to locate Henry's minions, six Ambush Stalkers 
that attack with tremendous ferocity, Use a combination of Shock and 
Explosive or Fire weaponry to deactivate their cloaking ability and to quickly 
finish them off. Killing the minions draws Henry out of hiding. 


As you learned from the ECHO Recorders obtained during “Stalker of 
Stalkers,” Henry is not to be trifled with. This powerful, massive stalker 

has considerable shield and health reserves, and he attacks with reckless 
abandon. Making matters more difficult is the presence of other stalkers. 

It's extremely wise to attack Henry with Shock weapons if you have them on 
hand. Henry is capable of recharging his shields, So Keep the pressure up and 
aim to set him aflame or awash in Corrosive spray to inflict steady damage 
over time. Doing so makes it impossible for Henry's shields to recharge. 


Once dead, Henry drops Taggart’s Fist. Use this severed fist to open the gift 
box and retrieve the Mother's Day gift and complete the mission. If only 
Taggart himsell were here to see you now... 
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Sanctuary 


Four friends are 
holding each other 
at gunpoint down 
near Scooter's 
Garage because one 
of them had stolen 
the group's money 
Question each of 
the four friends in 
order to Maximize 
your reward—talking Three 
to each friend is its Hovey bag ot their back 

own simple bonus 

objectiva—and then accuse one of them of taking it 
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Though it may sound as if more than one of the thugs is telling the truth, 
only one of them is Deing honest with you. In fact, you're actually better off 
not listening to what the thugs have to say but going instead by what you 
see. And what you should notice is that Jim Kepler has a backpack with a 
large dollar sign on the back of it. Speak to all four friends, then turn and 
shoot Jim Kepler, as he's the guilty party (O’Cantler was the only one 

being honest) 
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Breaking the Bank 


Lynchwood 


The Sherif keeps the money 
she gets from the Eridium 
mining operation in the 
Lunchwood bank, a Secure 
facility just steps from the train 
Station. The first step in robbing 
the bank iS to case the joint 

Exit the train station, and make 
your way to the left. The area is "ie first slay ina suc 
likely crawling with more thana 10 sooul Ihe security system: you're up apainst 
few bandits, so take your time 
and eliminate any who get in your way, Consider walking beneath the raised 
floor of the bank to maximize your cover. Approach the north side of the 
bank to see the heavy locks on the vault door, 
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You're forgiven if you find 
Brick’s prescribed explosives 
a bit unorthodox, but there's 
a method to his madness that 
becomes clear soon enough 
First, you need to find some 
laxatives. Make your way up the 
I nearby siairs, and leap across 

to the roof of the building just 

north of the bank. There's a 

rooftop tollet on the building 
nearest the cave leading to Gunslingers Corner—find the tollat, and you'll 
find your laxatives! 
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Now it’s lime to get 
the explosives you'll 
need to blow the door | 
Open. Mead South 
from Main Street and 
ride the elevator up to | 
Death Row Refinery. | 
Make your way to the 
western edge of the 


| ai 
refinery to draw Mad 


Dog out of hiding Fite WR PONS WINK EXCRTn ay wen aenainst Mand Coy arid 
Mad Dog attacks iS accOpaNyiNg rats 


aAMONOS! NUMeroUs 

rats, but he can be put down with relative ease provided you're packing 
some Fire weapons. Kill any Lab Hats that attack but focus your firepower 
on Mad Dog to force him to drop his stash of dynamite. 











—{OPTIONAL MISSIONS) 


Fight your way north toward 

the Grinders area. This way is 
Crawling with rats of all kings, 
as well as several Armored 
Skag Riders. Target the riders 
over the skags to unlock the 
Look Ma, No Hands Challenge. 
And remember to use Corrosive 
weaponry against these 
armored creatures—i's not just pace te bom) and laxstive out in front for 
for Hyperion Loaders! Locate 

the abandoned mine tunnel on the north side of the area, near the flaming 
barrel, and place the bomb down in the spot marked. Now, coat the bomb 
with the laxative you collected. A Pup Skag that lives in the mine tunnel 
comes out and ingests the volatile concoction, then promptly evacuates 
it from its system, Pick through the skag pile to find the Bile Bomb—now 
you're ready to rob a bank! 
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Bring the Bile Bomb back to the 
bank and place it on the locked 
) Vault door to blow the bank 
open. This certainly attracts the 
Sheriff's attention, but there's 
little she can do at this point 
Enter the bank and open each of 
the 25 deposit boxes inside the 
bank to collect all of the loot. 
Gather all 25 bundles of money, 
then sprint east through Main Street and up the stairs toward the quarry 
above town. Use your Action Skill to dispatch any attackers on the stairs, 
and brace yourself for an attack by the Sheritf's Posse—multiple Armored 
Skag Riders! 
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Brick has updated your ECHO 
minimap with three locations 
where he wants you to stash 
the money; he'll collect it later 
Take up an elevated position 
and rain Corrosive attacks down 
on the Sheriff's Posse and the 
Armored Skags they ride upon. 
I's batter to take your time 
Clearing out the Sheriffs Posse 
from afar than it is to risk being 
killed while burying the evidence. With the Sheriff's Posse slain, you'll be 
free to bury the loot in relative calm. The first hiding spot is beneath the 
Fock chute on the east side of the quarry. Hiding the money iS a two-step 
process. First, you need to lay the monay in the spot marked—often the 
inside of a partially buried tire—and then you need to cover it up. Don't 
just lay the money down and run away, as that won't count! Retum to the 
Lynchwood Bounty Board as soon.as you've hidden the money in the three 
hiding spots, 





Pisce ie mane it the Avani Sool and faa 
bury i, Don? fonpet to duiry ay 


231 


> 
TT 
o.. 
Lu 
= 
| a | 
7a 
i 
LU 
— 
OO 
232 





Capture the Flags 
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Sawtooth Cauldron 


Now that youre an 
honorary mamber 
of the Slabs, Brick 
wants you to head to. | 
Sawtooth Cauldron 
and conquer some 
territory. The 
Sawteeth Clan 
currently has control 
over three areas in 






Place thee flag int the grain area, thet poel tthe Arar oni the 


Sawtooth Cauldron: 
Sawtooth Stilts, gi Kp am afore enrity 


Scalding Remnants, 
and Main Street Reservoir. Brick tasks you with locating the generators in 
each of these places and using them to raise Slab flags over each area 


Start with the flag 

) at Sawtooth Stilts. 
Use the Fast Travel 

| Station to reach 

. Sawiooth Cauldron, 
) and take a running 
leap off the cliff near 
the entrance to drop 
| into Sawtooth Stilts 
to the north. Locate 
the generator in the 
northeast corner of 
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Slab flag on the pole. Pull the lever on the generator to start the flag's slow 
ascent, Now it's up to you to defend the generator from the Sawteeth clan's 
attacks, They ll do their best to swarm your position in hopes of killing 

you and knocking out the generator. Use the cover on the nearby walkway 
for protection, and unload your heavy firepower and grenades to keep the 


attackers at bay. It takes roughly a minute to raise the flag, but the Sawteeth 


typically knock the generator out at least once. Don't worry about it if 

they do; just run over and pull the lever to restart the generator. Continue 
defending the generator until Brick alerts you that the flag has reached Its 
apex. Then turn your guns at the generator itself and destroy it before the 
Sawteeth can try to raise their flag in your place. A couple of rounds ought 
to do the trick! 
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Head due west from Sawtooth Stilts to enter the Scalding Remnants district 
and carefully cross the Thresher-infested shallows to the generator near the 
dock to the west. Avoid killing too many Threshers, as they may help you 
defend the generator from the Sawteeth clan's many Marauders. Quickly 
place the flag and start up the generator before the Threshers make life too 
difficult for you. Take cover near the generator, and focus your firepower 

on the Buzzards overhead. Use your Action Skills and Corrosive weaponry 
against the Buzzards, and let the Threshers do their best to eviscerate any 
Airborne Marauders that touch down. Defend the flag-raising generator 
until the flag is in position, then turn your attention on the generator and 
destroy it just a5 you had done previously 
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The third and final flag-raising generator is on the eastern edge of the Main 
Street Reservoir. The quickest way there from Scalding Remnants is to 
fight your way through Gramifit's Foundry and down along the bandit-laden 
main drag of Main Street Reservoir. Ihe enemies you eliminate an route to 
the flag-raising generator amount to fewer that can attack the generator, 50 
it pays to move carefully and wipe them out as you make your way through 
the settlement. As with Scalding Remnants, the watery area of Main Street 
Reservoir (and even the hills to the east) is crawling with Threshers. Stick 
close to the southern boundary of the region, just beyond the generator, 
ALI and focus your 
firepower on the 
Buzzards that attack 
| Once again, the 
Threshers in the area 
| Should help repel 
any Marauders or 
Goliaths that attack 
on foot. Destroy 

this third and final 
generator once the 
lag (Sn position, 
and return to Brick 





Sick fo fhe tock behind fhe deneator and fe fence tin 


fo ihe south fo gat as far from the Threshers as possible 


Glan War: End of the Rainbow 


MISSION BRIEFING 


The Holy Spirits 


ine Hodunks have asked 
‘ou to follow the bagman 
to the Zatord clan's secret 
money stash. Descend the 
stairs to the main floor of The 
Holy Spirits and wait near 
the Dar for the bagman to 
make his appearance—he's 
the leprechaun the Hodunks Locate thre hroman and de your best to fellow 
referred to. Watch the bagman Ain without bein 
open the locked door beside the 
bar, and stealthily follow him through the storeroom. Make sure to remain 
out of sight at all times, as he's a skittish little fellow. Keep your distance, 
and dont make any sudden or loud movements. Wait for him to drop down 
the hole around the corner, then follow after him several seconds later 


Drop into the cave and slowly, cautiously, head up the path after him. The 
cave winds its way uphill and around the corner to the right, but you must 
make another small drop to continue on. Give the bagman several seconds 
to get ahead so he doesn't notice you jumping down after him. Wait for 

the bagman to begin rummaging in the money boxes at the end of Wee Ale 
Cavern then ap en fire on him. He won't mount much of a fight, but he does 
pack a sizable shiald Use Shock weapons to drain his shield, then sat him 
aflame. The bagman then drops his key along with some money. Gather 

up the key and cash, and take a moment to loot the 10 nearby chests (and 
many boxes) for additional money. 


Usa the bagman’s key to.unlock the exit. A ramp soon lowers into position, 
artorcing ¥i yOu a way to the higher ledge, right near a rare chest. Continue 

¥ ) the clockwise lap through the 
| cave and climb the ladder back 
| to the storaroom. Mick and the 
| other Zafords won't have any 
| idea you just wasted his only 
| surviving son. Hop back into 
your Light Runner, and return to 
Jimbo Hodunk in The Dust for 
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The Dust 


Mick Zaford has a devilish 

plan on how to get back at 

the Hodunks, and he neads 
your help, Follow him into the 
basement of The Holy Spirits 
and collect the tour sticks of 
dynamite in the crate. Return to 
your vehicle and drive back to 
the Hodunk Speedway in The ron 
Dust. They've got a big race ramite Defore iaving The Holy Spits 
COMING Up, and you're going to 

use the dynamite to blow the track sky-high! 





wi Pll infe She haserneat onl heer far 


Drive around the track until you reach several flights of stairs on the lett 
Climb the stairs and cross the pedestrian bridge to the small shack where the 
HOdUnK pyrotechnician is set up. Head out onto the bridge and place a stick 

of dynamite onto each of the four boxes of fireworks. Climb the ladder back 
from the bridge to the couch where the pyrotechnician is located and puta 
bullet in his head. This way, there won't be any witnesses to your conniving 


The race is about to start! Stand by the detonation plunger and wait for 
the cars to make their way around the track to the bridge, then detonate 
the explosives as all three cars are in view. Head back the way you came, 
climb into your Light Runner, and make a dash for Ellie's Garage to turn in 
the mission 
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The Dust 


Jimbo and Tector Hodunk have a plan for getting back at the Zafords, and 
the first step requires you to travel to the dead drop to receive your orders. 
Hop back into the Light Runner and speed back across The Dust to the 
entrance to The Highlands. Once there, return to Overlook and enter The 
Holy Spirits bar. Make your way up the stairs to the second floor, and locate 
the ECHO Recorder on the floor beneath the table. That's the dead drop 

and it contains your next instructions, 


ei A “a : zs ‘ 


iim 
7] 


Gon feat to yell year ar Adina cl hike Aerie ee ner A ee ere 


SPST TTS 





Cine of fre Resa TY aap fy een TS a FO Recor into The Holy Spin 


ll 








uA 


ina ith 
i il mi i i, it 


T rennet att tapi weaninn AA Ault 
MH 7 


$5) 26n 
aa OU HARP FTI ATT 


Sanaa SS Oe Es Eos 
TTL eAMMATT SBLIMIITUsiT LOMA AAT Tcy 





The Dust 


Head out to Ellie’s Garage in The Dust and speak to Ellie about getting the 
clan war Started, Har plan is simple: you're going to blow up what each clan 
holds most dear, and then leave the rival clan's calling card at the scene 
Head around to the side of her garage and take the sticks of dynamite 

from the windowsill, Continue toward the scrapyard benind the garage and 
collact the Hodunk emblem from the hood of the red car on the right ang 
the Zaford Emblem from near the green van on the left 


Glimb aboard a Light Runner 
and drive the items you found 
over to lhe Hodunk Speedway 
due south of Elfie’s Garage 
Place the dynamite near the 
base of the billboard with the 
giant tire on it, and Stand back 
The explosion won't just ruin 

the sign, but the tire will smash © Mle {fe cynarniily at the Ose of the Biboare 
through the gate tothe Hodunk =“ ""or" 
Speedway area (now you can 

access the racetrack). Several Hodunk Grunts attack, bul pay them no 
mind. Run wp to the wreckage and place the Zaford emblem on the nearby 
fOCkS 





Hop back into the Light Runner and head west across The Dust to the 
entrance to The Highlands, Once there, drive south to the road and follow 
itaround the bend to the town of Overlook. The Zafords run a bar on the 
edge of town called The Holy Spirits. Place the dynamite on their beloved 
whisky still, and watch their production come to a halt. Position the Hodunk 
il amblam on what's left of the 
Still to place the blame squarely 
on the Hodunks. Mick Zaford, 
s the leader of the Zaford clan, 

| Sends word that he's looking 
for someone to help him get 

| even with the Hodunks, Enter 
The Holy Spirits, and speak 

fo ine man in the green hat to 
complete the mission 
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Glan War: Trailer Trashing 


MISSION BRIEFING 





The Dust 


Mick Zaford will ECHO 
you a command you 
can't refuse: meet 

his contact Steve 

out in The Dust 

near the entrance 

to The Highlands 

for instructions on 
immediate ratahation 
sleve is located near 
the New-U station, ATIVE 
and hes dressed tg = ‘40S. ov aac 
look nothing like a 

Zatord, so don’t be sed when you see him, Mick pays you a bonus if 
yOu arrive at night, So consider heading over to Ellie's Garage to wait for the 
sun to fall, You'll need a Fire-based weapon to complete this mission, so use 
ints time to get one if you're currently without 
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Drive to the entrance to Hodunk Speedway and locate the gas tanks on the 
side of each of the four trailers. Mick wants you to open each of the tanks 
to create a leak, then open fire on them to blow the trailers to bits. Yes, 
this will cause tremendous damage and claim numerous lives, but it's a 
smail price to pay for escalating the clan war. Though it's possible to open 
and shoot each tank one by one, the Hodunks are going to wake from their 
Sigep and try to defend their property aS Soon as the first tank is detonated 
Make ee easier lor yoursell by binininh around and opening all four 
ty = gas tanks first, then 
set about detonating 
tham with your Fire 
Weapon. ignore any 
Hodunks who try to 
shoot at you, and 
simply drive back 
across The Dust to 
Steve to turn in 
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The Dust 


Jimbo Hodunk wants 
you to take revenge 
on the Zafords by 
crashing the wake 
for Mick's long- 
deceased son. But 
Tector has reason to 
believe the Zafords 
aren't allowing in 
anyone who is sober 
$0 you're going to 
have to first head 

to Mom's Bar in 
Sanctuary and down a few lagers. Use the Fast Travel station at Ellie's 
Garage to get back to Sanctuary, and drink three of the golden lagers from 
Mow 
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Fast Travel back to The Holy Spirits before your lager-induced buz? wears 
off. There are five Zafords inside attending the wake, including the preacher 
and Zaford bouncers. Mick is nowhere to be seen, but don't let that stop 
you from completing the mission. Head up the stairs to where you can 
have an elevated advantage, and open fire on the preacher first. Lob a Fire 
grenade down at the other Zafords, and put your Action Skills to use. The 
Zafords are going to strike back hard, and there's a chance you'll take some 
deadly ire, but don't give up. Try to maintain the upper position if possible: 
otherwise, take cover behind the bar downstairs, The New-U station in the 
entryway can help get you back into the thick of it mighty fast. 


Eliminate all of the 

| Zatords in The Holy 
Spirits, then high-tail 
it back across The 
Dust to Elite at Ellie's 
| Garage. And try not 
to think about the 
horritie, horritle 
thing you just did, 
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COrenee weaponry fer mnie results! 


Cian War" Zafords vs. Hodunks 
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The Dust 


The Zafords and Hodunks have finally reached their boiling point 
and are set to have a showdown at the transit station at the west 
end of The Dust, near the entrance to Lynchwood., Head over there 
at once—bring plenty of Fire-based weaponry and explosives if you 
can—and prepare to choose a side. Each clan has their leader and 
three supporting members by their side and is counting on you to 
tilt the odds in their favor. Consider choosing which side to assist 
by the weapon you'll receive as a reward. Opt to help the Zafords et 
if you'd like to get a shiny naw SMG, or aid the Hodunks if it's a hd SHOCK MaMapONS are avannanls, try fo Saag 





shotgun you'd preter AMfick Zaford to boost the effectiveness 0 

Fira attacks 
Start the clan war by opening fire on the opposing side. If siding with the Hodunks, direct your early guntire at the Zaford Grunts and leave Mick Zatord 
for last. Mick can use a cloaking ability not unlike a stalker to seemingly vanish trom the battlefield. He's much easier to track ance sd oiner Jal rds have 
bean expelled. pegrsan yet De ie yet 


The Hodunks can't cloak like Mick Zaford can, but Tector and Jimbo team up to attack as one, putting you at 
a disadvantage. Hit them with rocket launchers and grenades, and stick close to Mick as you fight against the 
Hodunks. Stay at the periphery of the battle while using Action Skills and heavy firepower to inflict damage 
upon all of the Hodunks at once 
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—{ OPTIONAL MISSIONS] 


Claptrap's Birthday Bash! | Claptrap’s Secret Stash 


HAPPY BAT, CLAP TAA! JE OURE WOLLING TD SP THROU AY OED) HOOPS, CLAPIMAP HAS 
SUA AIS PGat FUU 





Emission aRieeinc 
Clapirap |s willing tp grant you access to his secret stash in Sancteary, bul 
only you're willing to jump through a low (hundred) hoops for him. 


1 MISSION BRIEFING 


I'S been seven years since Claptrap was first buill, and be wants Io 
celebrate the occasion. He's asked you to lavile some of his closest friends 
fo his birthday bash in Sanctuary, Once you've done that, all you need to do 
is have fon at the party! 





Avallatliily: Speak lo Claghiop in Sameivary Air afiee “Pian fi 
Uocks. = 
fwailabelely: Talk io Claptrap in faectvary after “Bright Lights, Flyiag City” and after 
Claptrap’s Soeret Stash semana REWARD: GLAPTRAP 
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Sanctuary Sanctuary 

IEE LAL SEP FS a Nw YETTA VETTES Dd 08 
Claptrap is celebrating his seventh birthday party: oh, how time flies! Surprised to see him? Claptrap made it to Sanctuary by way of a shortcut 
Collect the party invitations from him and make your way around Sanctuary that he was more than happy to show you, had you not have disembarked 
handing them to Scooter, Moxxi, and Marcus. Don't worry about the 2:10 his ship so quickly. But now that you found his home in Sanctuary, an 
MSSiON timer, aS that refers to the length of the party, not how much time otherwise abandoned alley just north of Dr. Zed’s house of torture, err... 
you have to deliver the invites, Take as long as you like (though, honestly medical practice, Claptrap has a top-secret reward he’s willing to share 





this is a mission worth doing quickly) with you. The only catch is that you have to endure listening to his litany 

Of exotic requests and then—drumroll, please—turn around. Yes. that’s all 
Return to Claptrap and kick the party into high gear by turning on the you need to do. Claptrap’s Secret Stash is quite poorly hidden behind some 
boombox, as this starts the countdown. You may be wondering why the SCrap metal and a few cardboard boxes to the right of the nearby stairs 
party is being timed, but the answer becomes clear soon enough—the Use the Stash to “twink” items to the other characters on your profile— 
timer represents now long you must endure one of the most awkward you Can access the Stash here in Sanctuary and (in True Vault Hunter 
SO0Chal Situations in recorded history. Help yourself to some pizza, blow Mode) back at Claptrap’s Place 


the party favor when asked, and try to enjoy yourself, It will all be over, 
mercifully, once the timer counts down to zero. Best party ever! 
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Cult Following: Eternal Flame 


MISSION BRIEFING 


anil ii [lurid ay si 
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ri) PERSONNEL FILE Fa2A 
INCINERATOR CLAYTON 
aaiias a av ade | bona 


Intel Report 

incinerator Clayton leads 9 call known 3% The Children 
of the Firehawk. As yoo might have guessed, hese guys 
worship The Firehaw’ weder the talse axsumption thal 
she ig an all-powertul, all-seeing poddess (rather than 
ee ee 
dangerous. Muti investigate further 





sn Canyon 


Lise the Fast Travel station to return to Frostburn Canyon and cay up the 
path to the right to Incinerator Camp. Speak with Incinerator Clayton, the 
head of the Cult of the Firehawk. This guy doesn’t just let anybody walk 
in.and become a member without proving it first. He wants you to start 
proving yourself by bringing him the ashes of five bandits. You can decide 
which ones. 


The closest bandit camp is nearby Blisterpus Camp. Equip a Fire weapon 
and head down the slope toward the enemies. Look for Fire Barrels, and 
fire a few rounds into them to make even quicker work of this task. Nomad 
Pyros are Fire-resistant, so you'll have to kill them through other means 
Deploy Axton’s Sabre Turret only if you're in danger of getting knocked 

out and need a Second Wind. Conversely, Maya's Phaselock with Helios 
can be used quite effectively 
to farm Bandit Ashes. Look for 
individual anermues or small 
packs of weaker foes and set 
fire to them. Collect the Bandit 
Ashes they drop, and return to 
Incinerator Clayton. 


Are Berreds ave perfect for aeermaniny ine 
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Frostburn Canyon 


if you really want 

to be in the cult, 
you re going to 

have to take out the 
competition. That 
means killing Scorch, 
a rival “god” who has 
gamered a bit of a 
following among the 
fire-worshippers of 
Frosthum Ganyon 
Make your way south 
from Incinerator 
Camp, past the area where the Fast Travel station and vending machines are 
located, and continue through the enemy camp and small cave to Frozen 
Ant Lake 





Seat ehaniny Seren ha minirent fy idee firs 


Scorch is a massive fire-breathing spiderant, one far larger than anybody has 
ever lived to tell about. Prepare for the battle by swapping out any Fire-based 
weapons you had previously equipped. You're best served by equipping 
either non-elamental or explosive weapons for this battle, The same goes for 
grenades: explosive grenades are best. Scorch attacks alongside a couple of 
his fiery minions. Weaken his Fire spiderant minions, but dont kill them— 
you'll want some fodder around if you need a Second Wind 


Scorch attacks by flinging fireballs at you whan you're distant, and by 
emitting a powerful, fiery shockwave when you're close by. And, of course 
he also has the same massive pinchars that all spiderants are blessed with 
Keep ) Our cistance 
and sidestep any 
fireballs lobbed your 
A Way Try your best 
to flank Scorch and 
pela clean snot 
| at his abdomen to 
inflict greater critical 
damage 
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Southern Shelf 


The outhouse in the Incinerator 
Camp isn't just an ordinary 
gun-nilled loo, but also the 
home of Matchstick, the Cult 
of the Firehawk's most devoted 
follower. Open the outhouse, 
and pick up Matchstick when 
he leaps out. Matchstick, being 
a Midget, naturally fits in your 
Backpack in case you ware 
wondering (but it’s really best 
not to think about these things: 
it Sa videogame, after all). 
Head back to the Fast Travel 
Station and in near the exit and 
use it to return to Liar's Berg in 
Southern Shelf, 


UTENSICR IS primed and teaty for het data 
vith the Soaring Gragon 


Retrace your steps from st 
earlier assault on Captain Fyn 
and return to the deck af a count ty the freind 
soaring Dragon, This time, "4 
rather than heading left to the ship's stern (where Captain Flynt will be, 
Should you want to do a boss run), make your way to the ship's bow via 
ihe path on the right. Approach the waypoint to place Matchstick in the 
hamess, then pull the nearby lever to raise him into the flames. Return to 
Incinerator Clayton in Frostburn Canyon to complete the mission 
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Frostburn eanen 


It's time to prepare = the 
grand event: the Enkindling! 
First things first, you must 
seek out the three effigies 

and ignite them with your Fire 
weapon, The first of the effigies 
is located right in Incinerator 
Camp, just steps away. Make a 
Short detour back past the Fast Once again. the fire! owes free 
Travel station to the south, as if 
you were heading to Frozen Ant 
Lake (where Scorch was) to find 
the next effigy, 


Return the way you came, past 
Incinerator Camp, and continue 
in a counter-clockwise direction 
over to Blisterpus Camp in the Pea 
lar corner of Frostburn Canyon © Mead sot foward Frozevt Ant Lee'fo fing fhe 
to find the third effigy. With Second effigy before loop 
the three effigies lit, you're Game 
ready to héad to the Enkindling 
Make your way through 
Blacktoe Cavern just as you did 
when initially looking for the 
Firehawk’s Lair, You'll face all of 
the same enemies you fought 
earlier, only now you should 
have slightly better equipment 
and some new Skills to go along . 
with them Find! ihe third etiga in Giisterpus Catip on 
O rocky decige in the southeast comer caf the 
The Enkindling takes place inthe camp 
very heavily quarded Ashworth 
Camp. Take a minute to eliminate many of the enemies that are already there 
Upon your arrival, especially the Badass Psychos and Nomad Pyros. Let the 
presence of the latter be your cue to switch toa non-Fire weapon. 


Approach the large fire pit in the center of the camp and pull the lever atop 
the stairs to the left to initiate the ceremony. Now, after all of the sacrifices 
and murders, things finally go too far for Lilith to simply sit back and watch 
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The Siren, their god, 
makes @ sudden 
appearance and 
tasks you with 
killing Incinerator 
Clayton and the 
cultists before thay 
continue killing in 
Lilith’s name. Leave 
the initial batch of 
Cultists for Lilith to 
take care of while 
you focus on Incinerator Clayton. Try to stay clear of his fiery attack, and 
quickly pierce his shield with a few headshots. Remember, Incinerator 
Clayton resists Fire, so your best bat is to use non-elemental or explosive 
rounds unless you happen to havea way to Slag him, 


Something's not right but you wont know wha! un! yOu 
pull that lever 


Meet Lilith back in the Crimson Raiders HO in Sanctuary to complete the 
quest and gain the Flame of the Firehawk shield, This special shield erupts 
in continuous Fire while dapleted—usetul! 





ean be tough to spot homerator Clayton's head Pernegnr al the fing, but ifs in there! 
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Eridium Blight 


The third and final delivery mission 
available to you asks you to race 
around Eridiuimn Blight Stealing refund 
checks from various mailboxes before 
they gel picked up. The mission 
begins at the Jack Statue 
Bounty Board 

in Eridium 
Blight. Get 

a Ligni 

Runner from 
the nearby 
Catch-a-Ride 
and pot it east 
along the main road. The 
timer begins with 3:00 
on the clock, but you'll 
receive roughly 2:12 
of additional time after 
Bach Successive pIck- 
up. Uniike the previous 
Celivery missions, yOu 
may very well Tinsh 
this one wilh Several 
minutes remaining on 
the clock, particularly 
if you follow the 
figure-eight route 
outlined below 
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bebe tam one Thousand Cuts 


A Hyperion supply drop made its way to the center of Thousand Cuts, smack 
dab in the middle of Slab Town, and Brick wants you to help defend it. Leave 
Rocko near the Fast Travel station, and make your way to the heart of Slab 
Town to pick up the three Bandit Beacons. These beacons help coordinate 
the Slab defenses by signaling certain unit types to different areas. 


Sqainl back to the 
vahicie, and contin 
wip the bill te the 
SOUT wee] amd Gown 
farTow rama 





Aagma 
Henne homer Each beacon has a corresponding unit type, and Brick wants you to place 
sola inte the cam them in a specific, Strategic pattern. Start by placing the Psycho beacon 


ri 
nnd legwe Ge Ligh 
Runner just feet 


1 EE 


near the supply crate, then the Marauder beacon close by, and then the 
third beacon out near Bloody Knuckle Point. This final beacon calls upon 
Goliaths as the front ling. Climb the ramp to the turret overlooking the 





whats yey eT hae 


si Goliath beacon you just placed, and open fire on the Hyperion Loaders as 
they are deployed. Numerous Loaders of all types soon try to push their 
way into town fram Bloody Knuckle Point, in an attempt to take back the 
Eves strate atl the supply drop. Target the helmets of the Gollaths with the turret to spur them 
fF fo the Sout into a rage, Continue firing on the Loaders with the turret until either the 


turret iS destroyed or you are forced to flea from the charging Goliaths 


Vacate the turret, and head across the bridge to the east to aid the 
Marauders and Psychos in the defense of the supply drop. Use your best 
Corrosive weapons and shoot any and every Loader you spot. The Gollaths 
will most certainly be dead by now. Numerous APG Loaders and WAR 
Loaders join the procession toward the supply crate, but you can use their 
10 tess ' ) devotion to the tasx at hand against them by moving in from behind fora 
oadang dock below series of easy kills. Put up a final defense against any Badass Loaders that 
fab ihe retund check from fhe mailbent, ane quickly crive owl of the valley to attack to protect ihe supply drop for Brick and the other Slabs. 
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Lynchwood 


Dukino's Mom has come to Lynchwood, and while it was fine for you to nurse little Dukino to 
health, feed it, and give ita home, you certainly can't allow a monstrous skag to.go on killing the 
people of Lynchwood, even if they are mostly bandits. Belore you go rushing off to The Old Mine 
to fight Dukino’s Mom, you need to prepare yourself. Dukino’s Mom (5 heavily armored and can 
be extremely difficult to defeat if you aren't packing Corrosive weaponry. It also helps to equip any 
Relics or class mods you may have to boost the damage you inflict with Corrosive weaponry or 
otherwise increase your durability and/or speed. 


Load up on ammo, and ride the elevator down into The Old Mine. Dukino’s Mom emerges trom a 
tunnel on the far side of the cave. Do not hesitate to start firing on her as you move into position 
by one of the lange rocks near the entrance. Dukino’s Mom often occupies hersell with the various 
Marauders, Psychos, and Bruisers that make their way into the cave—this is to your benefit. Keep eheradny irovt high-powered: sniper nifie-or rocket 
your distance, and pepper her with Corrosive attacks from afar, The battle grows much tougher _ 
when she tums her attention toward you 





| Dukino’s Mom has three primary attacks: a leaping ground-pound that creates a massive 

SHOCKWAVE, 2 POWEMTL alactric beam of anergy she Sweeps across the cave, and a series of shock 

) bombs that arc through the air toward your position. Of them all, the ground pound is arquabh 

the most deadly, $0 do your best to stay as far from her as possible. Though it’s possible to vault 
ver the outer edge of the shockwave, you can't avoid this concussive blast if you're anywhere near 

her when she leaps. On the other hand, you can run and jump away from the two electric attacks, 

provided you strafe 

perpendicular to the 

attacks. It's best to 

' use the rocks around 

Sine out from behind the cover of a Qing rock int the the perimeter of the 

bape of tie cave, and continue firing at Ouknes Mom for cave for protection 

from her electric 

beam attack, as 

its very difficult to 

OULTUN OF leap Over lLsciinery 





A Ong as Snes ste’ 


Hamage 


 Pukino’s Mom Fire Fate 
destroys the 
perimeter rocks 
one by one as the Magazing Size 
Vbattle rages. on, thus 
7 | plving you all the 
Farm the low-level Maraudléns and othwr banaite that enter More incentive to hit 
ihe cave-for fealiiand amano her hard and fast 
Continue to focus on 
staying as far from her as possible while targeting her with Corrosive and 
Explosive weaponry, It's possible to hit for critical damage if you manage 
to sneak a shot in between her armor while her mouth is open, but it's 
Often best to just fire en masse at her body to avoid an errant shot, Use 
the Marauders and other bandits to raplenish your health, preferably with 
a Transfusion grenade, and don't give up. So long as you have plenty of 
Corrosive firepower and steer clear of her leaping attacks, Dukino's Mom certainly falls in a matter of time 
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Sanctuary 


Make your way to Dr. Zed's 
medical office: take the road 
leading west from the center of 
town to find it. Dr. Zed, who's 
Nol a real Coctor Dy ine. way, 


nas a sae in really Dad straits) 


and needs your help with the 
surgery. iecueh the patient 


i sere 
Pith fairy 


on the operating table and 
melee him to not-So-delicately 
extricate the Eridium Shard 
from his chest. 


vty ese Gays 


Eridium, in its unrefined form, is essentially worthless Not even Grazy Earl 
will | touch he stutt You fe gai ng to have to take it to Sanctuary’s resident 
| scientist, Dr. Patricla Tannis 
Tannis, in case you haven't yet 
made her acquaintance, resides 
on the ground floor of the 
Crimson Raiders HO. Bring the 
Eridium Shard and speak with 
her to complete the mission. 
Just don't expect to gat too 
many words in 
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Scattered throughout the 
Wildlife Exploitation Preserve 
and separate from the ECHO 
Recorders associated with the 
Siren Song Challenge are four 
additional ECHO Recorders that 
are of keen interest to Tannis. 
She's asked you to collect 

them for her. It's recommended 
that you accept this mission 
pnior to “Wildlife Preservation 
0 that you can collect them 
during the course of the main 
Story mission. Even when 

not currently active, mission 
items like these four ECHO 
Recorders emit a blue beacon 
of light, which helps you find 
them (these particular ECHO 
Recorders are always present in 
the anvironment but are inactive 
unless this mission has been 
accepted) 
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The four ECHO Recorders 
Tannis needs you to find are 
located in the latter half of 

the journey through Wildlife 
Exploitation Preserve, with the 
first resting on a computer 
terminal in the small laboratory 
between the two exterior 
enclosures on the south side of 
the facility. You can check the 
minimap for waypoints leading 
you directly to all four ECHO 
Recorders, That being said, 
some of them can be tricky to 
find, $0 read on 
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Arid Nexus Badlands 


There are five Jack Journals spread across Arid Nexus Badlands in the 
form of ECHO Recorders, each revealing a bit more about the man known 
as Handsome Jack. The whereabouts of the first two are revealed on the 
Minimap immediately while 
you're in Arid Nexus Badlands, 
but the others are actually found 
in nearby Arid Nexus Boneyard, 
Head at once to the Fyrestone 
area of the region and locate 

the first two EGHO Recorders 
before heading south to 

Arid Nexus Boneyard. You can 
find the ECHO Recorders in 

any order 
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Gateway Harbor 


Unlike the other missions available in Liar’s Berg, this one takes a bit of 
discovery. Fortunately for you, the ECHO Recorder needed to initiate this 
mission drops irom a group of enemies that you're practically quaranteed 
lo encounter, Descend the hill from Liar's Berg to Gateway Harbor and 
Spot the bandits milling about near the huts on the nght. Put the explosive 
gas tanks and any elemental barrels in the area to use, and kill any and all 
enemies in the area. Pay extra attention to where the Marauder or Psycho 
is when you kill it, as either of these enemies drops tha ECHO Recorder 
needed for you to bagin the mission 


Once accepted, Sir Hammerlock asks you to try to find the three missing 
avai logs revealing the story of Helena Pierce's disappearance. You can 
only find these three ECHO Recorders in order—a waypoint appears on the 
minimap to help guide you to the correct location. If you had any question 
a$ to the type of man Handsome Jack truly is, these audio recordings soon 
put any doubts to rest 


The first ECHO Recorder is located in a Hyperion dumpster behind the fence 
on the south side of Liars Berg, stationed between the vending machine and 
the Hammeriock’s house, There’s a wooden barrel on it. Smash the lock on 
the door to open the dumpster and find the ECHO Racorder 


The second ECHO Recorder is located on the roof of Hammerlock's house 
Climb the ladder and jump up to the upper portion of the roof, Smash the 
icy debris pile to break boose the hidden ECHO Recorder. The audio log may 
fall to the ground, so look for the blue streak of light and waypoint on the 
ground if it's nol there on the roof after you smash the junk 


The final ECHO Recorder is in the ite machine to the right of the motel in 
Liars Berg. Open the sliding door to find it. This final audio log reveals 
exactly how cruel and heartless Handsome Jack truly is, a5 if the previous 
Two recordings stil lett any doubt. ; 
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Opportunity — The Highlands 


Moxxi wants you to ensure that the construction site for Jack's new Tannis has scattered four ECHO Recorders containing information about 
Underdome is destroyed. In order to pull off the sabotage, you must first her past throughout The Highlands and would like you to find tham for 
eliminate the Foreman. Make your way south across Opportunity to The her, Use the Fast Travel station to return to Overlook and get yoursell a 
Pits, where the Undardome is being built. Foreman Jasper is little more Light Runner from the Catch-a-Ride, as you have a lot of ground to cover 
than a Combat Engineer and can be taken out with relative ease, especially © The locations of each of the ECHO Recorders are marked on the minimap 
if you're armed with Corrosive weaponry. Blast him from an elevated provided this mission is active, Nevertheless, actually reaching the ECHO 
position to inflict a status effect, then move in for a close-range critical kill © Recorders can prove tricky. Here's how to find them: 

to finish him off. Pick up the foreman’s supply key and make your way to 
the southern edge of Opportunity to unlock the supply container near the 
foraman’s office 


Collect the explosives from within the container and make your way to the 
flood wall just north of the supply shed. The flood wail is ina relatively 
isolated location, reachable only through one of two ventilation shafts, It's 
not uncommon fora Constructor Bot to be in the vicinity, so stay high to 
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Opportunity 


Lilith wants you to 
help her reveal the 
rea! Opportunity, and 
what better way than 
by broadcasting the 
city’s violence and 
cruelty to the very 
people Handsome 
Jack is trying to 
advertise to? Head 
over to Moxxl’s Bar 
and borrow Moxxi’s 
camera from her, 

Since this may very well be your first time to Opportunity, you may have 
to access it on the ground first. Fast Travel to the Hyperion Bridge in The 
highlands and drive across the bridge to the west to enter the city of 
Opportunity. 


Dear Ob (hearer Gurcing fhe Sure lire betore 
mah wi fd ian han 


The camera is going to film everything you do in Opportunity, so Lilith 
Wants YOU to Cause 85 much camage and mayhem a5 possible. Start by 
collecting the Surveyor lures marked on the minimap. These lures can 
help you guide the Surveyor Drones right into the cardboard cutouts of 
Handsome Jack. Of course, the lures aren't left unattended, and you'll have 
to kill five (or 20) Engineers in the process of getting them. Lilith has also 
asked that you pick up a supply beacon. 


Head west along the northern edge of Opportunity to the far side of the 
Hyperion Office Complex. You'll find the Surveyor lures you seek near a 
helipad, along with several Engineers and WAR Loaders. Put your best 
Corrosive weaponry to work against any enemies you see, and gather up 
the itams you seek. 
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Lilith has marked the 
location of several 
Jack posters around 
the city. Make your 
way to each of these 
locations, and place 
one of the Surveyor 
lures on the, ahem 
centar of the life-size 
sign. When the time 
is right, the Surveyor 
IUTeS Will Cause any 
deployed drones to 
crash right into Jack's junk 





Collect the supply 

beacon from the 

pone ner near 

| Living Legend Plaza 

iwatchit ng at it for 

® the Constructor 

B Bot that is routinely 

Genloyed to the 

) aféa}, and transport 

it to the western 

y Seacor is intside a coneuner near Living Legend? edge of town 
Proceed along the 
lengthy pier to the 

crane in the distance, and place the supply beacon at its base. The beacon 

signals a Supply drop that crashes into the crane, immediately halting 

construction of the city 





fara and Orbital Delivery 


Armed with the 
footage of out of 
control Surveyor 
Drones, collapsing 
cranes, and cold- 
Hlooded murder of 
Engineers, it's time 
to upload the 1ootage 
to the Opportunity 
advertising network 
The Co-Opportunity 
Center is just north 
of the pier where the 
Crane is located, in the Waterfront District. Approach the door carefully as 
two Hyperion Snipers are lying in walt. Hyperion Snipers are agile, capable 
of cloaking, and armed with laser-scoped sniper rifles. Lob a grenade into 
the room or use your Action Skill the moment the door opens to eliminate 
the Hyperion Snipers, then use the terminal to upload the footage. 
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Arid Nexus Badlands 


Hunt around near the Slag pools on the south side of Arid Nexus Badlands 
in search of an ECHO Recorder revealing the story of a bandit named Carlo. 
Continue killing the skags in this area until one drops the ECHO Recorder. 


There are four primary concentrations of skags in Arid Nexus Badlands, and 
iTS up to you to hunt down as many skags as it takes to recover the four 
pieces of the missing gun. The parts of the gun are dispersed randomly 

$0 you may get lucky and find two pieces of the gun ina Single skag den 
of YOU May end Up @radicating tha entire species without finding more 
than one or two pieces. There's an element of randomness at work here 
rortunately, the skags repopulate after 29 minutes. You can also speed 
this up by exiting the area and then retuming. This also causes the dens of 
Sxags to repopulate, thereby giving you even more skags to kill. Visit each 
of the four skag dens marked on the minimap wnt! you have tound all four 
pieces, then return to the Fyrestone Bounty Board to collect the reward 
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The Highlands 


This mission is as straightforward as they come: you've bean hired to kill 
100 bandits, and a bonus is available for every 25 you kill with a different 
elemental effect. If you're not concemed with the bonus objectives and 
just want fo eam some AP and a new sniper rifle, then all you need to do 
i$ accept the mission and go bandit hunting. The bandit camps of Three 
Horns Divide are a great place to start, but if you want to be efficient 
head over to Lynchwood and knock this mission out while you work on 
“Breaking the Bank” or the “Animal Rescue” mission string 


On the other hand, if you want to eam the maximum amount of bonus 
money, then you must be very precise in ay YOU approach this mission 
For starters, you must refrain (rom using any non-elemental weapons, as 
even one kill with a non-elemental weapon or vehicle's weaponry ruins your 
chance of meeting all four objectives. Of course, it's highly unlikely you'll 
meet all four requirements anyway, but its worth trying 
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At the point in the adventure when this mission becomes active, you 
probably have a reliable Fire and Corrosive weapon, but getting Shock and 
Explosive kills may be harder to manage. Consider using a Slag weapon to 
increase the damage from any Shock or Explosive weapons you have. 
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Also, be careful when using skills that add status effects to your base 
attacks, a5 you may inadvertently get additional kills with one element while 
trying to get them with another. This is particularly true with Maya's Helios 
and Acid Cloud skills. Be very caretu! when Phaselocking an enemy if 
you're already nearing the 25-kill goal with Fire or Corrosion, as the status 
effects may kill the enemy before you get to deliver the fatal shot with a 
differant weapon 


Regardless how many of the bonus objectives you end up meeting, this 
mission rewards a wealth of XP along with a pretty useful sniper rifle, 

and all for doing something you would end up doing anyway—killing 
bandits! Head to Overlook and accept this mission as soon you return from 
Thousand Cuts, and let the tally grow naturally 
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Ore Chasm 


The first round of Hyperion Slaughter consists of three waves and serves 
a5 a good introduction to the dangerous world of human vs. bot arena 
battling. The langth and difficulty of the Hyperion Slaughter battles is 

far greater than those at Fink's Slaughterhouse, particularly if you aren't 
equipped with multiple Corrosive weapons. It also pays to have a high- 
powered Explosive weapon for use against the BUL and PWR Loaders that 
attack later 


For this round, however, you should focus on using Corrosive weaponry 
while you Tamiliarize yourselt with the map. It's especially important to 
note the areas where you can fall to your death, such as the northern edge 
by the lava. The first wave consists primarily of GUN Loaders and Badass 
Loaders originating from the upper cliffs to the south, Keep your distance 
and use a Corrosive sniper rifle against them to not only get the quick kill 
but also make progress toward the bonus objective 


The second wave consists largely of Combat Engineers originating from the 
northeast comer of the map. Use the rock piles on the eastern side of the 
map for cover, and snipe the foes as they appear. The third wave consists 
of just a small number of WAR Loaders that you can easily defeat while 
using the elevator shaft or nearby Hyperion container for cover, Continue to 
pepper the Loaders with Corrosive bullets while using your Action Skill to 
tilt the outcome in your favor 


GATHER AND SELL 


It's very importont to assess your equipment between each and 
every round of Hyperion Slaughter. Consider making multiple trips 


to the arena floor to gother the ovoiloble loot, even if just to sell 
iL This goes o long way toward helping you purchase ond equip new 
and better equipment. The latter rounds of Hyperion Slaughter can 
be tremendously difficult without the best equipment. so upgrade 


reguiarly! 
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Ore Chasm 


The second round contains many more Engineers and Hyperion Snipers 
and fewer traditional Loaders. Begin the first wave by taking cover in the 
center of the map, near the elevator, and use an accurate Corrosive rifle to 
headshot the Combat Engineers that enter from the south. The Engineers 
serve as a great source of Critical Hit kills, so load up with headshots! ION 
Loaders Soon make their way into the arana as the main enemy type in the 
second wave. These adversaries also attack from the south. JON Loaders 
can certainly inflict harm with their electrical attack, but the most important 

thing you can do against them is to remain patient. Unless you manage to 
lob a Corrosive grenade at them as their energy shield ramps up, you are 
best served by simply waiting for them fo stop spinning, then attacking 
when the shield is lowered 


BUL Loaders and PWR Loaders attack next, also from the south. These 
enemies can provide a greater challenge, as they are both capable of 
deflecting your attacks back at you—a very dangerous proposition when 
using elemental attacks! There are numerous ways to combat BUL and 
PWR Loaders, including shooting around their shield and propellers, 
respectively. Another option is to use an Explosive weapon so that the 
concussive force of the attack hits them beyond their defansas. Action 
Skills and Singularity grenades also work very well against these types of 
Loaders 


The final wave in this 
round is comprised 
of Hyperion Snipers 
thal move into 
position from the 
north, Seek the 
upper ground on the 
Southeastern side 

ol the map and use 
the rock piles for 
cover. Switch to a 
Shock-based weapon 
(preferably a sniper 
rifla) so you can damage their shields and remove their ability to cloak. 
Hyperion Snipers are similar to Stalkers in that they are best confronted 
with a pair of Shock and Fire weapons. 
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Ore Chasm 


Round Three contains 
five waves of 
enemies, beginning at 
once with a number 
of PWR Loaders 

and GUN Loaders. 
Though it's tempting 
to hang back and use 
a sniper rifle against 
them all, you can 
make quick work of 
the PWR Loaders 
with a Corrosive 
shotgun. Sprint toward tham so they stop spinning their propeller-like 
arms, then step back and blast them with the shotgun. You may get struck 
by their melee attack, but it beats having your shots deflected 
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HOT Loaders and JET Loaders typically attack during the second wave, the 
former coming from the south and the JET Loaders typically tlying around 
before landing. Deal with the HOT Loaders at once and from a distance 

to avoid getting burned. It's worth using your grenades and Action Skill 
against them as frequently as possible. Make your way to cover on the 
south side of the map during the third wave to give yourself plenty of room 
to snipe the Combat Engineers that come rushing in from the north. |ON 
Loaders comprise much of the fourth wave before a Constructor Bot and 
several Repair Surveyors arrive near the northern end of the map. Take 
cover behind either of the large rock piles in the south end of the map, and 
lob a grenade at the front of the Constructor Bot to eliminate the turret it 
deploys. and to possibly take out one or two of the drones. Open fire on 

7 poems (fc eve in the canter 
of the Constructor 
Bot with a rocket 
launcher or high- 

| powered sniper 

| rifle to destroy it 

) aS quickly as you 

) can. Don't worry 
about using up your 
ammo, as this anemy 
represents the end of 
the round, 


cestance whee confronting the Giepirictor Bot 
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Hyperion Slaughter: Round 4 
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Ore Chasm 


This is where things 
Start to get really 
tough, and weapon 
selection both 
before and during 
the battle becomes 
imperative. The first 
wave consists ofa 
squadron of Badass 
Shield Surveyors 
and Badass Repair 
Surveyors. Stick to 
the southern end of 
the map, using the overhanging cliffs for cover, and rely on a shotgun and 
Action Skills to clear the skies above. It's not uncommon for a Surveyor to 
get hung up a little on the pipes and overhanging rocks, especially if you've 
weakened it, so understand that you may have to hunt down the final one or 
two drones in order to clear the wave 


Siay in one plice ombushongu. ani! ler the Batass 
Surveyors come to wow 


The first wave continues in a manner unlike any that you've faced thus far 
A drop barge moves into position near the helipad in the northwest comer 
and deposits several squads of Hyperion Snipers. Equip a Shock-based 
Sniper rifle, and take cover near the container on the north-central portion 
of the map. Snipe the Hyperion Snipers as they jostle for position on the 
helipad. A second group deploys once you've Killed the first one. The drop 
barge flies away once it has deployed the final group of Hyperion Snipers 
This is your cue to bring the fight to them! 


Quickly move to 
Cover near the 

upper rock pile in 
preparation for the 
combination of BUL 
and /ON Loaders that 
comprise the second 
wave. Switch back 

to your Corrosive 
weapons while 

irying to conserve 
grenades and rocket 
launcher ammo for 
the latter waves. Watch the minimap closely during this second wave so 
you know when the third wave is about to begin. Multiple HOT Loaders and 
WAR Loaders deploy near the elevator and march wp the hill toward your 
position, If you have any Corrosive Singularity grenades, this is a great time 
to use them, especially if you can pull the HOT Loaders into the center of 
the elevator shaft or even off the ledge into the lava 
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The fourth wave is 
similar to the final 
wave of the previous 
round, onty this 
Time you re going to 
face Badass Shield 
Surveyors alongside 
the Constructor Bot 
Employ the same 
tactics a5 before—a 
combination of 
Orenades and high- 
powered shots to 
the Constructor's eye—to eliminate the enemies, but try to leave one of the 
surveyor Drones intact while you collect the available ammo and health 
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The fifth wave is likely going to make or break you. Numarous EXP Loaders 
Pap into action, seemingly from all directions, and promptly chase after 

you, Its important to run and fire and use your Action Skills as best you can 
(especially Axton's Sabre Turret) to keep them from detonating at close range 
But you need to do this in such a way that you eventually end up at the north 
and of the map when the EXP Loaders are eliminated. The reason for this is 
that three RPG Loaders emerge on the southern cliffs as soon as the last of 
the EXP Loaders detonates, and you do not want to be anywhere near those 
RPG Loaders when they appear. Instead, take cover either within or behind 
ine Ay perion container on ihe north edge of the map, and wse your best 
sniper rifle to take the RPG Loaders out from afar, Take your time and focus 
your firepower on one at a time to limit the amount of ning rockets 


Your reward for surviving the fifth wave is a rather mild sixth and tinal wave 
agains! a number of ise Though much easier to handle than RPG 
6 Loaders, they can stil 
be lethal! Don't take 
any chances—go 
ahead and use up 
your rocket launcher 
ammo and grenades 
on them ify 
ine least bit worned 
about surviving 


OU ale 


Stay as far dveay | 


ey ahways seek oul cove 


Ore Chasm 


The fifth round 
consists of seven 
waves in total and 
requires far more 
ammo anda good 
amount of defensive 
maneuvering than 
the previous rounds. 
It's worth making 

a trip to the Black a 
Market in Sanctuary Take oo position on fhe Ail! shove the Inder and pick of 
to purchase additional fhe Hyparion Soktiars as they funnel toward your position 
Storage deck upgrades before continuing with this battle 


BEST e an ST ee mae 


The first wave consists of numerous Loaders of numerous varieties ranging 
from ION to RPG. The wave also contains a few Surveyor Drones. The 
second wave begins with a small group of Hyperion Soldiers approaching 


from the northern catwalks while several RPG Loaders slowly approach 
from the south. Snipe the Hyperion Soldiers as quickly as you can to avoid 
being caught in crossfire, then take cover near the elevator or within one of 
the containers on the northern side of the arena 


Darnage 

Apcuraty 
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Aaloed Speed 
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+ Deals bonus Elemental Damage 

- Slagged enemies tke more damage 
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it really pays to have a class mod that boosts one of your go-to attacks for 
this battle, particularty from the third wave and beyond. For example, you 
Can gain a tremendous boost by pairing a high-powered Torgue assault 
rifle with a class mod that increases magazine size and damage for assault 
rifles. Similarly, equipping a class mod that boosts Corrosive damage and 
chance to corrode can also help significantly 


The third wave routinely consists of a Super Badass Loader (or two) and a 
Constructor Bot. Continue using the rock pile atop the hill on the southeast 
Side of the map for cover and focusing on the heavy enemies first, leaving 
the smaller ones around to obtain a Second Wind from, if needed 


The fourth and fifth waves consist largely of human and cybernetic 
enemies. Hyperion Infiltrators resemble Hyperion Snipers, but they're far 
more agile and use their cloaking ability to avoid damage and attack up 
close. At this point in the battle, particularly if you're playing solo, you 
should strongly consider moving to the Hyperion container on the north 
edge of the map. Use this container for cover. and strafe in, out, and 
around the container for optimum targeting opportunities during the fourth 
through sixth waves, These waves contain multiple JET Loaders, Badass 
shield Surveyors, Hyperion Snipers, and many, many more enemies. Use 
the container for cover whenever you need to reload, allow your shields 
to recharge, or simply feal overwhelmed. Study the minimap, move with 
a purpose, and don't take any chances. Buy time with your Action Skill to 
collect ammo that falls on the circular arena floor to the south. 


The seventh and 

final wave consists 
of a Super Badass 
Constructor Bot, 
numerous Badass 
Repair Surveyors 
and also several auto 
cannons mounted on 
the ceiling. Move into 
position behind the = J 
northwest comerof = Letthe Surveyors come fo you and Save the auto cannons 
the elevator. Due to fy Gast Note the poston in fhe anndmad for wit 

the Constructor Bot's coverage from this final wave 

position directly south of here, this bit of cover shields you from virtually 
all of its attacks. Focus on eliminating the Badass Repair Surveyors first, 
and only step out from cover to either use an Action Skill or strike with 

a particularly heavy attack. Do not take any chances! Pay close attention 

to the Constructor Bot's audible cues and listen for when it is preparing 

a new attack, as this is the time for you to strike! Don't be afraid to use 

up your rocket launcher ammo or grenades here, a5 there's very little for 
you to Second Wind from should you get downed. If you run out, just use 
your Action Skill to get you through to the end. Stay in cover, wail for your 
Action Skill to recharge, then step out and attack. Rinse, repeat, and collect 
the loot 
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Three Horns Divide 


Lith needs you to take down a 
bandit named Boll who resides 
in Three Horns Divicle, not far 
from Snowbound Crossroads 
Take a Light Runner south, but 
Stay clear of the entrance to the 
Thirty Below cave. Continue 
toward the elevated ship—what 

a great landmark itmakes!— = 9" bat Alpha Srow Shaye tive just 
and park the vehicle nearthe = “#vene nese sans 

narrow entrance with the waming signs, positioned to the left of the bridge 
to Frosibum Canyon. 


a res ve 


Equip a Fire-based weapon if 
you have one and open fire 
on Boll as soon a5 he exits 
his tent. Rush toward him and 
= continue firing. Two of his pet 
Snow Skags charge toward 
your position in an attempt to 
bite and claw at you while the 
third spits trom afar. Stay on the 
ie shags. so light am op move, and consider leaping up 
onto the cloth canopy and than 
over to the skags house to keep out of reach of the Alpha Snow Skags. If 
you're not worried about harming the Alpha Snow Skags, don’t hesitate 
1o use Axton’s Sabre Turret or Salvador's Gunzerking ability coupled with 
some grenades to quickly eliminate at least one or two of the skags, along 
with Boll. It's also worth triggering the Stinging Cactus to help bring Boll's 
energy shield down. Equipping a Spike Shield also works well to fend off 
meélee-centric enemies like these Alpha Snow Skaogs 


Pens Ra fa eT 


Pick up the ECHO Recorder that Boll drops to learn that three of Lilith’s 
personal conversations with Roland have been recorded a5 proof of her 
survival, They've been secreted away throughout Three Horns Divide in some 
rather clever hiding spots that this guide is now going to help you find 


The first ECHO Recorder is 
near the elevated ship. Drive 
tha short distance to the bandit 
camp at the base of the raised 
ship, and take a moment to gun 
Gown any enemies that might 
pose a threat. Back away from 
the camp and look up toward 
the anchor dangling overhead, fan 
Shoot the green-qlowing clamp 

to drop the anchor—the ECHO 
Recorder is attached to it 


Fy in baal iy 
ihel pipe 














To cut dowr 
limé—nave you seen the price 
of fuel on Pandora lately?—it's 
worth getting the third ECHO 
Recorder next. It's located 

all the wan ¥ to The South, on 

a cliff overlooking Cl antran’s 
Doat Ds ve through the Thirty 
Below cave, back toward the 
bridge you jumped over with 
your very first vehicle. Don’ 
00 Dack across the bridge-gap! 
instead, continue south toward 
the pipeline in the distance 
Limb up the pile of containers 
and snow in the Dack left-hand 
corner, and 
leading up onto the pipes. That 
brings you directly to the next 
ECHO Recorder 


LON excess travel 


lean for the ladder 





The final ECHO Recorder isn't far from the gates of Sanctuary. Hea 


thro vgn Thi 


cl north 


y Below to the steam pumps in the swamp-like pit just south 
of the city. Locate the small crater-like structure with the pipe curving 
toward it, to the east of the pumping ng. Tur nthe valve wheel to release the 
Steam pressure, thereby sending the fin jal ECHO Recorder flying out of the 
crater. Pick it up, and return to Lilith to complete the mission 
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Eridium Blight 


This mission is. one of the most 
straightforward missions you ll 
BNcounter, not to Menton 

a great source of Endium 
provided you don't mind having 
to pay for the services of a | 
local New-U Station. Accept the | 
proposal fram the Jack Bounty 
Statue, hop into a Light Runner 
or Bandit Technical—your 
preference—and drive east from Lovers Leay 

along the main highway. Continue across the bridge leading north and 
proceed past the Sawtooth Cauldron entrance to Mount Hellsfont and the 
ladder leading up to Lovers Leap. 


Lint ihe Biarier aot Ao Gan Fp es cesT 
Jacks Gong fo pay you Te Erich har deny 


Now you have a choice: you can either follow the Marauder you witness 
leaping to his death upon your arrival, or you can press the button and call 
the suicide prevention hotline, This is a good time to remind you that no 
death is parmanent on Pandora. Though you may not want to losa money 
in a needless death, consider it a trade for 12 Endium (and theres no 
other time in the game where such an opportunity exists outside of a slot 
machine). On the other hand, calling the crisis center still nets you the XP 
for completing the mission. Either way, you can be sure that Handsome 
Jack (5 going to make fun of you 
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——(OPTIONAL MISSIONS] 


| MISSION BRIEFING 


jay. Speak to Or. Zed in Sanctuary atier “Do Ne arm.” 


“Medical enn %-Com-municate” 
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Three Horns Valley 


Dr. Zed needs you to head to 
nearby Three Horns Valley 
and see what his of rival, 
Doc Mercy, is up to. Exit the 
Sanctuary gate and climb 
aboard a Light Runner at the 
Catch-a-Ride outside the city 
and head for the southern 
exit to Threa Hors Valley 


Open int on Doc Marcy as soon as fe appears 
(not far beyond Snowbound And # you can set hint on fite, al the better! 
Crossroads). Once in Three 

Horns Valley, make a sharp right-hand turn and drive up the hill to the 
entrance to Shock Fossil Cavern. 


Enter the cavern on foot with your weapons loaded and ready. The cavern 
forks at what appears to be a large electrical generator of bootleg design 
Stick to the left-hand fork and fight your way past the Crazed Marauders, 
Nomads, and Psychos in the area while trying to avoid detonating the 
explosive gas tanks and other barrels in the area. You just might need them 
s00n enough! 


Doc Mercy resides in the hut atop the stairs at the end of the lett-hand fork 
in Shock Fossil Cavern. Approach the stairs slowly, preferably with a Shock 
or Fire weapon equipped, and open fire on him before he gets a chance to 
take cover behind the metal hospital sign he carries for protection. Though 
he's shielded, using a high-powered rifle can quickly drain his shield, 
allowing incendiary damage to burn his flesh. 


Now that you've gotten Doc Mercy’s attention, you're going to quickly see 
first-hand why Dr. Zed asked you to pay his nemesis a house call. Doc 

Mercy wields a powerful E-tech assault rifle that packs tremendous punch, a 
blistering rate of fire, and a ridiculously large magazine. Do not expect to see 
him reload! Once shot, Doc Mercy’s shield makes it hard to get a clean line of 
sight on him, 60 put any grenades and explosive weaponry to use—explosive 
firepower inflicts concussive splash damage directly through his large riot 
shield. To make matters worse, Doc Mercy also possesses Transfusion 
grenades that drain your health and transter it to him, thus enabling him to 
essentially heal himself. These grenade attacks can be extremely difficult 

to survive, especially if you're at a lower level than Doc Mercy. Keep your 
distance and try luring him toward the barrels and explosive gas tanks that 
you hopefully left intact. Search Doc Mercy’s body for the mysterious weapon 
he was using to trigger the subsequent mission. 
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Medical Mystery: X-Gom-municate 





MISSION BRIEFING 


Three Horns Valley 


Dr, Zed isn't quite sure how 
this newtangled E-lech weapon 
works, so he needs you to put 
it to use and kill no fewer than 
25 bandits with it. A random 
version of “BIASSter” assault 
rifle has been added to your 
Backpack a5 a Mission Weapon, | 
Equip it and immediately open 
fire on the Psychos charging 

your position. Shock Fossil Cavern only contains 15 of the 25 enemies you 
need to kill, but it also contains those easiest to defeat, so do your best to 
not kill them through other means 


I rashes lake both 


Despite its massive 184-round magazine, the BIASSter consumes two 
rounds per shot and churns through ammo faster than you can say 
medical maloractice. The Psychos drop additional ammo, but the rifle has 
a shockingly slow reload speed. High tachnology, my BIASSter! Only reload 
when you've got enough ammo to make it worthwhile: otherwise, switch to 
a different weapon and farm some assault rifle ammo from loot drops and 
nearby containers, Those playing as Maya and Zero can effectively use their 
Action Skills to buy some time while they reload. Roland's Sabre Turret, 
though helpful in that it does attract enemy attention, tends to kill too many 
enemies, thus forcing you to have to search far and wide for additional 
bandits to kill. Another option is to equip a Spiked Shield so as to at least 
have some defense from the marauding Psychos while you reload 


Kill all of the Psychos in Shock 
Fossil Gaver, then exit the cave 
where you entered and cross 
the road to the west toward 
the Southpaw Steam & Power 
facility. The courtyard has a 
number of Nomads, Crazed 
— | —_ Marauders, and other Psychos 
rou cae fart tia reraining danity for Oe Zed for you to hunt down with the 
at Southpaw Stearn & Power E-tech weapon. Still need more 
bandits to kill? Hf so, head inside 
Southpaw Steam & Power, use the Ammo Dump vending machine to load 
up on assault rifle ammo, then attack the bandits in the facility. Use the 
Fast Travel station inside Southpaw Steam & Power to quickly get back to 
Sanctuary and report your findings to Dr. Zed. 
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Tundra Express 


opeak with Sir Hammeriock at Moxxi's Bar to accept this mission and 
receive the Evolutionary Injector. He wants you to head out to Varkid Ranch 
in Tundra Express and inject the varkid pods with this special serum and 
See what happens. Here's a clue: bring plenty of firepower! Though it may 
sound rather benign, this is actually one of the hardest early-stage missions 
you re likely to encounter, Bring nlenty of ammo, a rocket launcher, anda 
large capacity Fire-based weapon 


Make your way to Three Homs Divide and drive to the northern camp 

to find the entrance to Tundra Express. Once there, immediately check 

the vending machines on the nght to see if either has a shield that offers 

immunity to Corrosive attacks—the benefits of such a shield cannot be 

overstated for this mission (though elemental immunity shields only 
provide immunity to damage-over-time, not the initial physical impact). 


PACERS 


Connie lnrnity a) essential ful 
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Descend the path toward Varkid Ranch and get the attention of several 
Larval Varkids. Shoot the ground around them to jolt them into action, and 
watch for one or two to burrow into the ground and form an Adult Pod 
Quickly shoot one of the pods with your Fire weapon as you rush toward 
the other and inject it with the Evolutionary Injector—whatever you do, do 
not injact multiple pods! 


Depending on where you ore when you get downed. you may be able 
to score an easy Second Wind by targeting one of the Firemeion 
plants that grow around the vorkid hives. Firemelons explode in a 
ball of fire when shot ond ore more thon copable of killing a Larval 
Vorkid if it's nearby, 


Larval Varkids morph 
into an Adult Varkid, 
which in turn can 
morph into a Badass 
Varkid. Your serum 
injection ramps up 
the evolution and 
yields a Mutated 
Badass Varkid, an 
extremely resilient foe 
Capable of attacking 
with a deadly 
corrosive spit attack 
as well as a spleen-rupturing dive-bomb physical attack. Laad this enemy 
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away from the other varkids (but try to leave one or two Larval Varkids alive 


in case you need a Second Wind), and unload on it with fire weaponry. If 
yOu manage to damage the Mutated Badass Varkid substantially, it falls to 
the ground and becomes much easier to hit. Quickly switch to your rocket 
launcher and bombard it with rockets to destroy it. Pick up the Mutated 
Varkid Sample for Sir Hammertock, who (as he's wont to do) subsequently 
decidas he wants four more samples just like it. 


Each and every encounter with a Mutated Badass Varkid Is likely to leave 
you in need of ammo and health. Return to the vending machines near the 
Fast Travel station, and get topped off. Don't worry about exhausting the 
supply of varkids in Varkid Ranch, as there are plenty more to the west; 
just follow the path in a clockwise loop around the base of the mountain. 
Remember that a lone Larval Varkid won't attempt to morph—t only 
morphs in the presence of other varkids. 
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Tundra Express 


Speak to Lilith in Sanctuary, then Fast Travel to Tundra Express and make 
your way to the northeast comer of the region to enter Mount Molehill 
Mine. Just entering the area satisfied the first objective, but now you've 
got to kill 10 bandit miners. This particular area is patrolled by Goliath 
Diggers that lord over many Marauders who work here. Climb onto ona of 
the Hyperion containers or houses and target the Goliath Digger for a rage- 
inducing headshot. Raging Diggers are obviously more of a threat—and 
there are plenty of enemies here to elevate him to Ultimate Badass Goliath 
Digger—but Raging Diggers toss aside their dual assault rifles and can 
help you quickly eliminate the other bandit miners. 


With the 10 bandit miners killed, you have a choice. Make your way to the 
conveyor belt and run up the belt, past the crushers, and across the second 
belt to reach the upper level of the mine. Be careful when navigating the 
series of crushers, as they can inflict damage if you Stand under the piston 
as it drives downward. Quickly step forward between the spaces as the 
crushing pistons mse out of the way 


Prospector Zeke manages the upper area of the mine and is accompanied 
by several Rat Miners. Ignore the Miners unless you need something 

to shoot fora Second Wind. Instead, put your Action Skill to use, and 
immediately attack Prospector Zeke with everything you ve got. Though 
he resembles a Nomad, Prospector Pate has a substantive shield that can 
withstand a decent amount of damage. Fortunately, Fire weapons can siill 
set him aflame for damage over time, Finish him off and pick up the ECHO 
Recorder he drops. Bring it to Tiny Tina at once! 


PAINTING THE PROSPECTOR PURPLE 


There's o bonus to be hod if you kill Prospector Zeke with slog 
Though you moy not hove any slog weopons yet you're bound to 
get them soon [quite possibly during The Ice Mon Cometh’ mission) 


Nevertheless, to get credit for this bonus objective, you needn't 
octuolly kill Prospector Zeke with the slagging weapon, but rather 
while he's shogged, So be sure to slog him again before killing him if 
the first dose weors off. He must be purple when you kill him for 
you to get credit. 
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Minecart Mischief 


HB MISSION BRIEFING 
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Caustic Caverns 


Fight your way around the perimeter of Caustic Caverns in a counter- 
clockwise direction until reaching the Abandoned Mining Site. Take a 
minute to eliminate the area's thriving thresher population, then locate the 
ECHO Recorder atfixed to the post near the rail tracks. And so begins the 
Minecart Mischief mission... 


Follow the tracks to the west across the bridge, and head into the mouth 

of the tunnel. There, you'll find an abandoned minecart filled with rocks 
bound for the crusher. Get behind the cart and push it along the tracks 
toward the gate to the east. You may need to battle any remaining threshers 
and varkids in the area as you push, 50 try to build up a head of steam and 
shove the cart forward so you can fire off some rounds while the cart rolls 
ahead on its own. This is a far easier thing to do if you cleared the area of 
ehemy creatures prior to Starting the mission 


Use the valve on the left to open the gate and continue on into the varkid- 
infested tunnel ahead. Equip a Fire weapon to burn the varkids alive, and 
keep on pushing to the next gate. Once again, tum the valve on the left 
beside the gate to open itand continue on, The valve controlling the third 
gate is on the right. Keep your eyes peeled for varkid pods, and attack 
them at once—this is not the time to be farming Badass and Super Badass 
Varkids! 


Continue pushing the 
cart until it topples 
off the edge onto 

the conveyor belt 
below. Now, pull the 
floor lavel beside 

the track 10 activate 
the crusher, Do your 
best to maintain 

your position on this 
upper level while the 
Ore is pulverized: 
there will be plenty 
of time to explore the rest of the Infested Warehouse soon enough. Fend 
off the remaining varkids, and collect the raw Eridium that is spit out from 
the crushing device. Tum in right where you pick up the raw Eridium, then 
lake some time to explore the upper and lower levels of this corner of the 
infested Warehouse before exiting through Dahl Deep Core 06. 


Varmicte jire suepear wnineratve fe fie ae the ames cute 7 
pachey fe fracw [feet Ao iad ein fuera 





Monster Mash: Part 


S  WISSION BRIEFING 


KIN 


Ze in Santry ate 1 “Whare Angets Feat to Te i 
MUN WNL oh Hii Hi amin i ab init j ff 
ae it 
. cy GEAR i 
| | 





i {LI Cai be LNT | 


The Dust 


This three-part mission starts out as straightforward as can be: Zed needs 
you to bring him four spiderant parts, and in return for your effort, he'll give 
yOu a Dunch of money, XP, and your choice of an assault rifle or grenade mod 


Use the Fast Travel station to head to The Dust and loop around the side of 
Filie’s Garage to visit Bug Gulch. There are plenty of spiderant dens here 
Not every spiderant is going to drop. a mission item, but plenty of them 
do. Lay waste to as many spiderants as it takes to get the four parts, then 
return to Zed for the next phase of this mission series 
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Multiple Locations 


Dr. Zed wants you to 
head to Arid Nexus 
Boneyard and collect 
rakk parts before 
visiting Arid Nexus 
Badlands and finding 
Skag parts. These 
places contain planty 
of both species, but 
depending on where 
yOu are in the story 
and your feelings 
about going hunting in unvisited lands, you may find it easier to simply visit 
an area you're already familiar with for the purposes of this mission 
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A rakk from a 


To complete this mission as speedily as possible, use the Fast Travel station 


to return to Liar’s Berg in Southam Shelf and head out onto the ice near 
Gateway Harbor. Bring a shotgun, stand near the water, and wait for the 
rakk to swoop within range. Unlike other areas you might return to, the 
anemies at Southern Shelf remain ata very low level. You won't earn any 
XP for killing them, but you'll get plenty of rakk parts in no time flat. 


When it comes to finding skag parts, it’s hard to beat Three Horns Valley 

Use the Fast Travel Station to visit the Happy Pig Motel, and gat yoursell a 

Light Runner from the adjacent Catch-a-Ride, Drive a short bit east west 

toward the lake to find a Mbt ssa den There's no need to even get out 
i m Of the venicle— 

you can kill plenty 

of skags with the 

' Light Runner's guns 

and even collect the 

| Skag parts by driving 

over them. Return to 

Dr. Zed to complete 

ihe mission 






Tiree Home Walley fe feMArring evi {he Ska parts 


rip ad Araver 
Dr ged craves 








———PTIONAL MISSIONS] 


Monster Mash: Part 3 


lh Ha 


nye 
fh: Pat 2." 


Ou 





oF parts spiderant, rn Sd ate dae 
four parts rakk, and Ss ge 
four parts Skag: 

Dr. Zed presents 

the skrakk! The 
abominations have 
gotten loose over 
Arid Nexus Boneyard, 
and Or, Zed needs 
you to hunt them _ a 
down before anyone 9 Aun over any Hyperion Engineers tat attack. and keep 
sees what he's POUT puns prOwnted at Phe Sky fo RM fhe Saran 

created. Lise the Fast 

Travel station to return to And Nexus Boneyard (or drive across the bridge 
from Eridium Blight) and deploy a Light Runner from the Catch-a-Ride 
Drive east across the Boneyard toward Eridium Pump Station 2, and keep 
your eyes to the sky. Open fire on the skrakk with the vehicle's machine 
guns, and blast these oriffin-like beasts out of the air before they can attack 
with their four claws and beak. Spin around in circles with the vehicle 

and resist the urge to move to the turret, as it's too important to keep the 
vehicle on the move 


The skrakk were certainly a problem that could not be released upon the 
world, but they were not Dr. Zed’s only experimental atrocity, Use the Fast 
Travel station to make your way to Frostburn Canyon and proceed ina 
counter-clockwise loop to Frozen Ant Lake. From there, take the lefi-hand 
path and climb the scaffolding up the side of the cliff to the icy plateau 
above. There, you ancounter a creature by the name of Spycho. 


Spycho is no ordinary spiderant, but it fortunately has the same 
vulnerabilities of one—namely, its butt! Enlist the halp of any nearby 
Goliaths by shooting off their heimets, th en maneuver yourself around 

| the side of Spycho to 
get a clean shot 

at its vulnerable 
region. Lay waste 

to Spycho with 

me Explosive or Fire- 

“* based weaponry, then 
return to Dr. Zed to 
lag)... collect your reward. 


Sovche cae be farmed lis! Mee any offer spidefait 








e57 


Neither Rain nor Sleet nor Skags 
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Three Horns Valley 


This mission is the first of a select few timed delivery missions you'll 

get fo experience. Though it can be quite challenging if you don't know 
where you're going, get tied up in combat, or simply fall off the elevated 
walkways, the accompanying map contains a route proven to get you to 
the finish with plenty of time left on the clock. That said, it's important to 
prepare for the mission before picking up the packages and starting the 
timer. Ready a Light Runner and park ft facing south near the Happy Pig 
Motel, as close to the packages as possible. Secondly, equip a powerful Fire 
weapon and have plenty of ammo for it. You're going to want to spend as 
litte time in Combat as possible, but having a Fire weapon isa significant 
advantage. 
















Once ready to begin, climb the ladder on the back of the bus and pick up 
the packages to start the timer. You have 1:30 to deliver all five packages 
but you receive an additional 0:15 for each package you deliver. Sprint to 
the Light Runner and use its turbo boost to drive due south toward Split 
Shull Bay. Don't hesitate to leap off the cliff to the right of the pumping 
station! Head straight for the house closest to land and park the Light 
Runner directly next to the first green-glowing mailbox 
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The first madbow 


is right near the 


siens aging oul 
onto the walertade 
willage. Park nant 
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MOWE 


You must kill the 
Tundra Patrol and 
pick up his dropped 
ECHO Recorder to 
initiate this mission 
Will the Bandit can 
often be found 
walking the road 
leading north toward 
Buzzard Academy 
18 caDin 


from the lor af Bry, ane yoo ne Derg 


near Varkid Ranch 
Once found, the 
ECHO Recorder leads you to a secret weapons stash he’s set aside in the 
Instance Someone ever Manages to hall him in combat. Hé wants you to 


have it. And yes, this is most certainly a trap 


yee Eye FH Rar ‘rca ifn tad i Tar r 


Make your way across Varkid Ranch to the Buzzard pad and approach the 
treasure chest to draw out several Freezing Psychos. These axe-wielding 
maniacs sprint after you to attack, but you can bring them to their knees 
with a few well-aimed shots to their legs. Set them aflame with a Fire 
weapon to kill them, then kill the multipole Marauders that attack next. Once 
they've all been slain, you're free to raid Will the Bandit's weapons cache 
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Bandits shot up the 
Happy Pig Motel and 
killed the power to 
the area and Scooter 
wants you to get the 
juice flowing again 
Walk over to the 
Steam pump valve 
near the vending 
machine and give it 
a turn to See if it will 
come On-—try nol 

to act too surprised 
when it doesnt. It turns out three parts to the power generator need 
replacing: 2 Steam valvé, a Capacitor, and a gearbox. Fortunately, none of 
them are too far away 





Shoot the raised lager ot 


within reach 
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Hop aboard a Light Runner and head south towards the nearby steam 
pumping rig. Shoot the green glowing ladder to drop it within reach and 
climb up to the piston on top of the tower. Leap up and pluck the Steam 
Valve from the top of the pump, This turns off the power to the nearby 
bandit Camp, $0 expect some recourse for this. Stay atop the tower and 
snipe the bandits as they arrive. Fire a round or two at the nearby skags to 
draw them into the fight a5 well, The Spitter Skags may try to hit you with 
their projectiles, but the others will likely attack the bandits 
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Leap down to your Light Runner and continue south to the next pumping 
Station to retrieve the capacitor. Open the door to the capacitor on the base 


of the pump—t's empty thanks to those damn skags! Kill all of the skags in 


the immediate area to find the missing Capacitor, You can do this on foot, 
but it's much easier—and safer—to put the Light Runner to use against 
them, Drive circles around the skags while firing on them with the vehicle's 
weapon systems. Tempting as it may be, you should not simply climb into 
the turret and leave the vehicle idle, as the skags- will tear it to pleces in 

a matter of seconds. The last skag you kill will drop the missing piece of 
equipment, 





Cy (ie noy mu of ska to tend ihe missing Camacity 


2 Two parts down, 
fone to go. Drive 
north past the Happy 
Pig Motel and veer 

F slightly to the right 
as if fo approach 

the northern exit to 

| Three Horns Divide 

| The Gearbox you 
Seek is located at the 
PUMpIng Station near 
the partially trozen 
rocks, but the Badass Bullymong living on the pumping station has eaten it 
Kill the Badass Bullymong—Fire weapons will make quick work of it—and 
retrieve ihe item it drops 


Ne ao ao tigi A veld ha? 


Retum to the Happy Pig Motel and scamper up the rocks to the left of the 
motel entrance. From there, run and leap onte the roof above the Catch-a- 
Ride and install the Gearbox near the ladder. Climb the ladder to the top of 
the pumping tower and replace the Steam Valve. Drop back to the ground 
and replace the Capacitor at the base of the pump. Now return to the valve 
you tried at the start of the mission and turn the power on. Collect your 
reward at the Happy Pig Bounty Board. 
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SOUTER 


The Fridge 


There's a Goliath in 


in the Frigid Cleat 


this mission's ECHO 
Recorder. Since the 


located beyond The 
Rat Maze in Grysial 
Claw Pit, it's worth 
completing this 
mission either during "Yan! ches ro 
of after you accept 
The Cold Shoulder.’ 





This way, the door to The Rat Maze will b 


you Dattla Laney White 


Once you've found the ECHO Rec 
Cleft, head dive south 
Maze. Mo 
Lab Rats jur 


and chests to scavenge money and items from 


ordér by killing a 
to the previously locked gate 
Cautiously, as there aré dozens oj Tunnel Rats Fig ald Rats and 
king in these halls, There's also plenty of lootable containers 





weapons cache, all you need to do is make your way to Crystal 
Glaw Pit and locate the chest, then shoot the three chunks of ice off of it 
You ll naturally want to Kill the Midgets and other anemies in the area, ut 
Consider retraining until atter you open the chest. A towering creature ‘ 
the name of Smash Head bursts from the ice and attacks as you access 
the chest. Back away, and unload on the creature with Explosive or Fire 

fa - ee |eapons unt! ts put 


As for the 


down. Try to shoot 
around the large 
Dahl sign it wields 
as a shield, and keep 
out of reach of its 
melee attacks. Any 
Surviving rats in the 
area may COME In 
handy if you need to 
Second Wind 
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“A Dam Fine fescue.” 





sity Lente the Lader #4340 Al Core inde Btoodshst Stroepbotd ater MISSION REWARD: MARCUS 


Bloodshot Ramparts 


——— ‘i a 


To access this mission, you must first return to Bloodshot Stronghold 
likely during the “Splinter Group” mission, and locate the Loader #1340 Al 
Core, You encounter two Marauders kicking a Loader near the employee 





sei break room in the first area of the dam—miake sure the Loader ts 

hbsiaies destroyed, and pick up the Al Core to start the mission. 

Fire Plata DIE, DIE, DIE! 

Aetoad Speed WY Now that you've witnessed the horrible death of a seemingly defenseless 
Loader, the Al Core wants you to make amends by installing it into a defunct 

Magacine. Site ) ® Constructor Bot in Bloodshot Ramparts. Fight your way back through 


Bloodshot Stronghold to the exit to Bloodshot Ramparts (as you did during “A 
Dam Fine Rescue"), and load up on ammo at the vending machines outside 


The deactivated Constructor Bot isn't far from the entrance. Be sure to 
equip some Corrosive or Explosive weaponry before installing the Al Gore 
because, once installed, Gonstructor #1340 immediately sats to attack! 
And as with W4R-D3N, Constructor #1340 attacks primarily by deploying 
a Constructor Turret and numerous GUN and EXP Loaders, Put your 
knowledge gained during the battle with W4R-D3N to use and open fire 
on Constructor #1340 with your best Corrosive weapon or (if you have 

it handy) a rocket launcher. Constructor #1340 doesn't have a shield, so 
there's no need to worry about Shock weapons. Of course, try to target its 
eye for maximum damage! 


Pick up the Al Core from the wreckage—the Al is very apologetic for having 
attacked you like that and wants a second chance. Take the Al Core to 
the decommissioned WAR Loader in the next section of the dam. Kill the 


Capacity ® Psychos and Nomads in the area before approaching the WAR Loader so 
m you dont get attacked from both fronts. Once again, prepare for battle. This 
Recharge Rate ® time, give the risen foe a bit more respect, and seek out some cover. WAR 
m Loaders are capable of firing a barrage of small missiles. Open fire with a 
Be Pecharge Delay m ©6GCorrosive weapon, and duck in and out of cover to avoid the rockets. 


LETHALLY ANNOYING 


Take the Al Core from the WAR Loader #1340's wreckage and return 
- Absorbed ammo is added to yout Backpack lo Sanctuary. You can get there either by returning through Bloodshot 
Po ee a | stronghold or by continuing across Bloodshot Ramparts to the Fast Travel 
Seer Feet ae Peaners ae ey en. station (this is the faster option). Once in Sanctuary, head straight for 
. a Moxxi's Bar and install the Al Core into the radio near the plano—what 
YVLERD al . \ al could possibly go wrong? Listen to Al Core #1340’s serenade for as long 
_ Je aS yOu Can stand it—or for as long as it takes to record a ringtone for your 
fT phone—then open fire on the radio. Remove the Al Core and either take it 
to Marcus to have it installed into a shotgun or Or. Zed if you wish to have it 
made it into a shield. Note that taking it to Marcus yields a talking shotgun 25] | 
that i every bit as funny as it is powerful. 
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Caustic Caverns ! Thousand Cuts 


Scooter has a certain lady 
friend he's trying to impress, 
but he needs some inspiration 
Take his camera off the nearby 
cart, and head to Thousand 
Cuts to photograph some 


Sir Hammeriock needs you to 
head to Caustic Caverns and 
locate the evidence detailing the 
ongins of the crystalisk species. 
He's willing to pay bonus money 
for killing a small number of 
Spiderants, threshers, and rather macabre scenes that 
crysialisks. Completing these ; he can work into a poem. He fa 
bonus objectives should be of = "he fist FOND Recoritey isn't far from the also wants you to find him a Rementber kids beauty is i fhe aye of tha 
little trouble. provided you want — iifranee lo Caustic Caverns. iit ong gahne nudie magazine but that’s fora Aeholde 

to live. Caustic Caverns boasts —//*/l#! Defare the Gosing Pischayge ay different purpose 

one of the densest creature 
populations in all of Pandora: 
you'll be hard-pressed to make 
it out alive without killing at least 
a few dozen enemies. The only 
one that could prove difficult 
without a special effort is the 
Spiderant objective. Be sure 
to pay the Nether Hive a visit The second peace of evidence 3 located inthe Continue exploring Slab Town, than cross the small bridge to the as o find 





You can reach all the three inspirational scenes and the stray nudie 
magazine that Scooter wants you to find while making a pseudo counter- 
clockwise loop around the northern half of Thousand Cuts. Start by fighting 
your way north into Slab Town. Take shelter from the Buzzards in the hut 
to the right of the first small bridge, and pick up the nudie magazine while 
you re there 





before proceeding through the = "/estud Warelowse Lay waste to the varkiy two of the tombstones in the town and also the first bit of inspiration 


tunnel to Dah! Deep Core 06. infestation, and then pick tot ie corn  Seooter, Photograph the corpse on this small rocky island 
i ae ee E 
Each of the four ECHO 
Recorders you seek is marked 
on the minimap and can be 
found a5 you make your way 
around the map in a counter- 
clockwise direction, Read on for 
specifics regarding each ECHO 
Recorder's whereabouts. 


Return south through Slab Town and cross the western bridge to Bloody 
Knuckle Point. The next piece of inspiration is a deceased Marauder in an 


embrace with a Loader. You ll tind them lying on the ground af the base 
of the building with the turret mounted on it. The final item needing to be 
photographed is a lone flower located in No Man's Land, Head due south 
from the bandit-and-Loader photo op to find the flower, then return to 
Scooter at once 





Scooter then records the 
poem on an ECHD Recorder 
which he wants you to deliver 
to Daisy She's ocated in 
Sanctuary, along the road 
leading from Scooler's Garage 
Up to Moxei's Bar. Give her the 
ECHO Recorder, and wait for 
evhibte a stone reaction to her reaction before retuming 
fen eS putting i light! to Scooter 


Thee SCRE Aerarmer is sit low fombsinn 
on fie forthe eae ov Eran ruins. nop fo: 
wer hegioe fo find if near a chest 
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The Dust 


The Hodunks thought they were being funny when they made those Ellie- 
OOKING hood ornaments, But NOW they re going to learn the folly of their 
ways. Head out into The Dust with your preferred vehicle—this is a good 
time to try out one of your new Bandit Technicals—and set to hunting 
down the other Bandit Technicals, the Hodunk car-of-choice! The minimap 
helps you track them, but you shouldn't have much trouble so long as 
you cruise the area west of Ellie's Garage, through Old Dahiwell Gasis, 
and down to Moonshiner's Shack. Seek out individual vehicles whenever 
possible to avoid the nsk of having your ride destroyed. Each destroyed 
Bandit Technical drops one of the desired hood ormaments. Collect six of 
them, and return to Ellie’s Garage 


While you were gone, Ellie has decided to do a little decorating with the 
hood ormaments you re fetching her. Move around the perimeter of her 
garage, placing each of the six hood ornaments in the spots she’s marked. 
Talk to her when you're done to receive The Afterburner, a special relic that 
helps you set some fast laps on the Hodunk Speedway. Thal is, once you 
gain access to it 


Boost Capacity 

Boost Recharge Rate 

Bons! Recharge Deby 

- Enhances velucke boost capatelitess 
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The Dust 


Fast Travel to The Dust and get yourself a vehicle from the Catch-a-Ride at 
Ellie's Garage, Any vehicle works, but a Bandit Technical with a catapult is 
particularly suitable for this mission. Head out across the sands in search 
of the Moonshiner and its Bandit Stinger escorts. Ignore the escorts as 
jong as you can (al your own risk, of course), and fling Explosive barrels 
and bullets at the Moonshiner truck. With every bit of heavy damage you 
inflict, another barrel of rakk ale falls off the back of the truck. 


The Moonshiner more or less drives a loop around the perimeter of The 
Dust, so you have plenty of time to relieve it of its tasty beverage. The 
barrels of rakk ale roll a bit once they hit the ground, but their location gets 
marked on the minimap just as the Moonshiner’s is. Drive over the barrels 
to pick them up. 
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Though Mordecal had asked you to go on this mission for him, Moxxi ECHOs 
to you that she would like to have the rakk ale, too, The choice is yours 
Mordecai will offer you a sniper rifle, while Mood will give you a pistol. 


meee eae) 


| Damage 501 


| Accuracy 97.1 


Fire Rate 
Reload Speed 
| Magarne Size 
3 (hance to Slag 
- Burst fire wile roomed 


Slagged enenetd taki more damage 


‘Actual slats aed maudifiers anay varyp 
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Rock, Paper, Genocide: 
Corrosive Weapons! 


AND ACW: CORASIVE WEAPOWE 


Aypllabilily: Speak to Marcus alter “Rock, Paper, Graccide: Shock Weapons.” 





sanctuary 
Corrosive weapons are perfect for “id against armored enemies, such as 
the Hyperion Bot Marcus managed to string | ub your amusement, Open 
Tire on the competitor with the an rosiv tol and watch as the Gorrosive 
properties quickly éat away al ance x inflict far greater damage than 
Standard bullets would. Corrosive weapons are also great for use agains! 
flesh-based enemies that wear heavy armor. Rumor has it that there are 
even some armor-clad skags milling about 
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Rock, Paper, Genocide: Rock, Paper, Genocide: 
fire Weapons! Shock Weapons! 


YOU AWW WHAT BETA TRAN CLINGS SORE ONE WT BET? i SOE fate WEXT OUEST WIL, COME AS A SHOCE TOON. YOU KNOW? AREAL SHOCK CARE 
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Marcus has ome Fire weapons ready for you to bry aut, Marcus has some Shock weapons ready {or you fo try aul, 


Aeailabelly: Speak to Marcus in Sanctuary ater “The Aged to Gaeciyary, © 
lnticts: “Rech, Paper, Genocide: Shock Weapons!” 


Avallnbiity Speak le Maries afier “Rock, Paper, Genpcide Fire Weapons 
(helocies: "Roth, Paper, Gemochde: Conrocive Weapons! 
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Sanctuary Sanctuary 








Speak to Marcus immediately after completing the previous mission to 
effectively swap out the Fire weapon for one with Shock properties. Shock 
weapons are excellent against anemuies with shields, as you may have 
noticed if you strayed too close to a Stinging Cactus out in Three Horns 
Divide. Open fire with the Shock weapon, and watch how quickly it can 
diminish the enemy's shield, represented by the blue meter above the foe's 
health mater 


Visit Marcus Kincaid 
in his back-alley 
arms dealership and 
select the “Talk” 
option—save your 
Shopping for later 
Marcus has gotten 
a new DUNCH of 
Maliwan elementals 
in stock and wants  |Bock, Paper, Grescide: Shack 
your help testing Weapant! 
tham out. Meat him (ee 
in the shooting range, where hell give you a Fire weapon. Don't worry if 
you dont have any slots available in your Backpack, as the weapon slots 
into a-special Mission Weapons slot at the top of your equipment list. Equip 
the pistol, and open fire on the Vandal to set him aflame. Fire weapons are 
excellent for use against fleshy enemies like Marauders and Psychos, but 
they also work against fur-Govered critters! 
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Chorocteris tics: Threat Levet 
Bhrewd, Proleering, Well-tedl iromic 







Intel Report: 

Marcus ts probably the trendiest wat protiteer you'll ever moet. Since 

Hyperion came to Pandora. business has newer boen better for Marcus. People 

ave fightiog oe another more than ever batora. which means they'ne berying | | 
more guns, which meats Marcus & happy, which meant he won have io \ 
inbricate another conflict to drive weapons sales (roughly 20 percent of all li sas it 1 ui ul | 
bandit wars on Pandora occur thanks te Marcus's meddling). Marcus has sel | Weteaded LIN) A 

up shop in Sanctuary, and currently offers bis wares lo ws. 0! course, he's sill 

ceiling gues lo bandit clans and others eho wan! us all dead, When ated fen 

just shrugs and cays: “Business is business Sigh. A secessary evil 
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Rock, Paper, Genocide: Rocko's Modern Strife 
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Sanctuary Thousand Cuts 


The fourth elemental property, a recent discovery on Pandora, is Slag. Slag = Are you ready for a long, complex mission involving multiple steps, 


essentially increases an enemy's vulnerability to other damage. Shooting NUMerOUSs enemies, and a dozen or so collectibies? If so, this ts definitely 
an enemy with a Slag-based weapon inflicts damage—they are bullets not the mission for you. On the othar han id, if ch U want to pick up a small 
after all—but you can inflict even greater subsequent damage by using a bit of cash and XP for simply making your way to Thousar nd C Cuts and 
non-Slag weapon, Shoot the shoplifter with the Slag weapon Marcus loans —talking to one of Brick’s friends, then you've come to the right place 

you (again, it automatically replaces the previous weapon he loaned you) “Rocko's Modern Strife” is essentially a precursor for the “Defend Slab 

to Start the purple fountain of damage numbers, then swap to your other Tower’ mission. All you need to do is Fast Travel to Thousand Cuts and talk 
equipped weapon and open fire to inflict even greater damage! Taking to the guy living in the shack around the comer to the left. That's Rocko 


advantage of Slag barrels and Slag-based weaponry soon proves essential © and he's gota mission for you 
as you fight for the Resistance movement 
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Safe and Sound 


HB MISSION BRIEFING 
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7 he sate has fallen onto th ch of a massive crystalisk name A 
Sanctuary Hole The safe has fallen onto the back of a massive crystalisk named Blue, As 


with the smaller Volatile Grystalisks, Blue is virtually indestructible aside 
from the crystals on his legs. Don’t give him a chance to attack: grab your 
rocket launcher and open fire on each of his legs. If necessary, switch to 
a fast-firing Jakobs pistol or Dahl or Torque assault rifle and finish him off 
with a flurry of gunfire. 


Marcus needs you to 
return to the former site 
of Sanctuary, now known 
as Sanctuary Hole, and 
explore the area in search | 
of his missing safe. To get 
there, head to Three Homs 
Divide and drive east to 
the old city gates. Enter on 
foot to discover Sanctuary 
Hole and head north along 
what's left of the sidewalks 
and catwalks to where the 
Squatters are located, Numerous Gollaths and Marauders have taken up 
residence where the city once stood. Marcus will double your cash payout 
if you manage to kill 25 of tham while exploring the city—Marcus is always 
willing to pay top dollar to See his guns at work. 


It turns out that Marcus’ prizad possession was actually a collection of lewd 
photos of Moxxi, something she would like back, Mosc is willing to give 
yOu a Unique shotgun for your troubles if you bring the photos to her. Not 
wanting to miss out, Marcus promises you a Relic if you bring them to him 
The choice is yours 





There net a kn ef roan fo ouimnegver a Gola 


a Sanctuary How. Consider wang ihe harrels fo a 
them without sending them into a nage 


Sanctuary Hole’s northern end contains two elevators that not only work, 
but also can be used to help you reach a valuable weapons cache inside 

a Secure room neara New-U station. Hunt the remaining Marauders and 
other squatters in the area, and ride the elevator (or leap) down to the 


walkway naar the transition to Caustic Caverns. Marcus missing chest / Fire Pate 

had fallan farther than he thought, so you must descend into one ot the | 

deadliest places in all of Pandora to fetch it a ore 
Maganmn Sins 

Caustic Caverns i ge 

Caustic Caverns is, as its name implies, a toxic, sprawling region filled with Gharee to igrute 


all manner of deadly beasts ranging from varkids to threshers to crystalisks 
and more. The entrance is near a gardage-laden varkid nest on the shores 
of the speckled Oozing Discharge region. Battle past the varkids and take 2 0 Fine increases accuvtacy 
running leap over the pools of corrosive ooze to the stepping-stone islands 
leading the way eastward, The many Volatile Crystalisks in this area have a 
tendency to attack as a group if one of their members is provoked, so it's 
often best to avoid engaging them out on the smaller islands. As with the 
Volatile Crystalisks in The Fridge, it’s possible to take them out with three 
quiat critical melee strikes, but circling around them is far trickiar here given 
the limited real estate and porsonous fluids. Is best to run past them. 


- Highty effective vi. fies 


“Actos! sfate and modifiers may wary 





Proceed eastward across the smaller islands and past the remnants of the 

overhead train tracks to a large landmass. This larger island ts circular in shape, 

but the safe’s location can't be reached from a clockwise approach; you'll have 
to continue east and make your way ina counter-clockwise direction. e67 
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Gateway Harbor 


The old Crimson 
Raider base has 

a better supply of 
shields for purchase 
than the vending 
machines in Liar's 
Berg, and it'snotfar | 
from town, Throw the 
Switch to the right of 
Hammeriock’s house 
to open the gate on 
the western side of 
town and drop off the 
cliffs onto the ice of Gateway Harbor. 


The buildings above the dock directly ahead house the vending machine 
you need, but it's guarded by a few bandits. Equip your highest precision 
weapon and take aim at the barrel on the lower dock. Wait for the 
marauders to get within range, and pop the barrel to gain.a quick advantage 
in the fight. Strafe toward the end of the dock on the right for cover and 
methodically pick off the marauders and psychos that appear. Look to the 
second floor roof, as well. There’s plenty af cover down at the end of the 
dock for long to medium-range attacks, provided you kept the pistol or 
gained an assault rifle from earlier quests 


The lift to the upper elevator is currently out of service due to. a missing 
fuse—bandits steal just about everything that isn't nailed down these days 
You're going to have to head south to the bandit base in search of 

a replacement! 


Circle around the 

| camp and continue 
| South to the larger 
(and much more 

| heavily protected) 
) bandit base. Once 
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barrels you see in 

the foreground. The 
enemies here are split 
between the right.and 
left and likely include at least one or two Killer Marauders with full energy 
shields not unlike your own—4t definitely pays to tarpet a Shock Barrel if one 
should be present! Target explosive gas tanks, and watch the minimap for 
anemy locations: it's easy to overlook the one on the upper left-hand corner 
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Claptrap alerts you 
to a usable fuse 
beyond the electnic 
barrier. He'll try to 
coax You into simply 
running through the 
electric forcefield, as 
it wouldn't harm 
you. He's simply 
trying to pass along 
the trick that Sir 
Hammeriock played 
on him in Liar’s Berg 
don't listen to him! Instead, simply shoot the electrical fuse box beyond 
the electric forcefield to disable it. This allows you to fetch the power fuse 
without having to risk electrocuting yourself 
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Grab the power fuse and return to the lift at the previous area. Plug in the 
Tue, pull the lever to bower the lift, then ride it up. Enter the old Grimson 
Raider base through the door and buy a shield from the vending machine to 
complete the mission. Buying a shield better than the one you already have 
may cost YOU More Money than you possess. If So, sell aft your unwanted 
weapons and raid the lockers and boxes in the shop for cash. Lastly, head 
out the Dack snor of the er Op and carefully run along the siding to the lift 

‘3 Support, then leap 
to the arched root to 
access the balcony 
above the multi- 
colored lights, There, 
you'll find a large 
treasure chest along 
with a Cult of the 
Vault symbol. 


Fre the AP hig fo fhe & hoo and buy any shietd you can 
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GONE HAIR COLLECTING 


Those who also occepted the Bod Hair Day” mission should 
consider wandering into the narrow canyon just south of this bandit 


bose, This oreq contains o sizable bullymang den. The vorious 

Structures of the encampment provide plenty of cover. too. if you 
heed to retreat while softening up the bullymangs for o melee kill 
Just be sure not to allow ony returning morouders steal your kills! 
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Thousand Cuts 


Face McShooty 
hangs out on a 

ledge just below the 
Buzzard Factory at 
Thousand Cuts, and 
yout no doubt spot 
the exclamation point 
over his head (or on 
the minimap) as you 
come across Broke 
Face Bridge enroute ‘ac 
to meet the Slab bisa 
King. Take a moment 

to speak with him and complete this easiest and most comical of missions 
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Broke Face Bridge and Buzzard Factory 


ce MeShooty asks only one thing of you: shoot him in the face. Not in th 
arm. Not in the leg. And not in the chest. Draw your pistol (or any weapon 
you prefer) and simply fire a single round into his head. That's all you need 
to. do to earn the largest cash reward for a mission there is. Of course, half 
the fun in this mission is just listening to Face McShooty, so accept the 
mission and stand idle in front of him for a minute or so while he bubbles 
over with excitement about his pending death. Then shoot him... in the face 
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You've robbed the town bank and blown up the train; now it's time to take 
out the Sheri of Lynchwood. She's at the northern end of Gunslingers 
Comer, and she’s got Deputy Winger and several Marshals at her side, This 


battle can be as di Hi cult as you want it to be depending on whather or not 
you focus on the bonus objectives. Though you'll earn additional money 
for only using pistols (no grenades, either!) and for not shooting Deputy 
Winger, this does make the fight more challenging and is purely optional 
Nevertheless, it's certainly worth trying fo earn the bonus objectives, 
especially if you have a pistol you're fond of 
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Make your way through the 
tunnel to Gu as linger's Corer 
and continue north to the nend 
in the road. Here, you're likely 
to encounter Deputy Winger 

out in the open and perhaps 
several Marshals. The Shears 
also present, but she's partially 
hidden atop a roottop. Its not 
worth tiring on her until she 
descends to the street. Continue 
past the others to coax her out of hiding. Retum fire on the Marshals if they 
fire on you, but do not shoot Deputy Winger! Not only does that ruin your 
chance of earning bonws money, but it's a good idea to keep Deputy Winger 
alive in case you need a Second Wind. It's tar easier to Second Wind off the 
Deputy than it is the Sheriff, unless she’s almost dead 
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The Sheritf has a strong shield and a quick trigger, but she’s susceptible to 
elemental attacks such as Shock, Explosive, and Fire. Don't hesitate to use 
your Action Skill against her (be sure to have two pistols equipped if you're 
playing as Salvador and want to eam the bonus money while Gunzerking), 
and aim for her head. She'll put up a good fight, but it's certainly possible 
to overwhelm her. And if all else fails, you can always lob a grenade 

or switch to more powerful weaponry. After all, it's more important to 
complete the mission and earn the unique mission reward than it is to fret 
over some extra cash 





NOW, SHOOT THE DEPUTY! 


The bonus objective is considered earned os soon as youve 
killed the Sheriff, At that point, feel free to open fire on the 
Deputy for a chance ot earning the Sheriff's Badge Legendary 
equipment drop, Deputy Linger is only present while this 
mission is octive, ond killing him is the only way to get the 
Sheriff's Badge. Good luck! 
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Highlands Outwash 


Speak with Sir Hammerlock about exacting revenge on Old Slappy. Take Sir 
Hammertock’s artificial limb (of a gentleman), and Fast Travel to Highlands 
Qutwash. There's a massive thresher sigs! lives in the shallow reservoir 
surrounding the Hyperion Extraction Plant, and the only way to lure it out 
of hiding is with Sir Hammeriock’s scant Take a minute or two to eliminate 
any Loaders you encounter at the Hypanon Extraction Plant—you don't 
want them shooting at you while you're fighting Old Slappy—then leap into 
ihe water and wade out to the post where you can affix the arm 


‘ual 39 


1D ne eer 


Old Slappy is a massive multi-tentacled thresher that isn't very mobile 

but boasts tremendous range and can lash out at you irom considerable 
disiance. Open fire on its haad, and tr “Seite Our bullets at its large 

biue eyeballs. Circle-strafe around Old Slappy to avoid its tentacles while 
Continuing to fire an its eyes. Old Slappy doesn’t have a shield, so there's 

no need to worry about using Shock weapons. Instead, go straight for Fire 
or Explosive, and bombard it with every attack you possess, including your 
Action Skills. Maya's Phaselock ability inflicts Instant damage—Did Slappy is 
too large to lift out of the water—but it's still worth using the attack. Reload 


on the run, and continue aiming at its eves until you've defeated the beast 


[OPTIONAL MISSIONS) 





Retrieve the arm and collect the spoils—ODid Slappy is prone to dropping 
good loot. The quickest way back 1s via the Fast Travel station in The 
Highlands. Continue through the Orbital Receiving & Processing area of 
Highlands Outwash, and drive to Overlook once back in The highlands 
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Patricia Tannis not only knows 
where the mi ach Pscaneas 
have fled to—the sewers under 
Bloodshot Rahat iy 
She also knows the only way 
yOu Can enter the aréa iS by 
IMpersonating a pizza OBVEry 
person. Head over to Moxxi’s 
Bar and collect the pizza from 
the fable. Use the Fast Trave 
Station to return to Bloodshot Stronghold 





Fight your way north past the Nomads and Badass Psychos through the 
firs | Seri BS ot ro Ooms to where the coors to the second larpe room are, just 
beyond the table with t ip ila Sede Recorder on it 

This next section of the facility contains a large sewer trench running 
through the middle of the room from left to right—you likely splashed your 
way through the watery trench on the right during your initial visit to this 
area. Follow the sewer trench westward to an area that was previously 
off-limits 





@) PERSONNEL FILE ZSA77 


PATRIGIA TAN 


Worecter 


Genins, Sociapaltile 


intel Report: 

What bn a aeper-intelligent archaeologist with a crippling case of Anperger 
ayodrome doing im a town like Sanctuary? Yaensting, margily, Wet to mention 
hieting af any passerby fonlich eqoogh to make eye comact wilh her. Despile 
her extreme social ansiety. Cndr. Roland comvieced Tannist to relocate to 
Sanctuary alter Handsome Jack's men tortured her and stole the Vaull Key. 
These days. Tamnis cnatinues her renearch of of! things Eridian from the 
catety of out Crimson Raiders HO. Tannis eapresses gratitude for Aplaad's 
protection bul ie outwaedy loathpome of the “woinielligent imanaes” Gl 
Sanctuary she's “lorted lo share mxygen with.” 











LOADER #1340 Al GORE 


The roam containing the first 
ECHO Recorder is hast to a 
rather stronge scene: two 


marauders viciously kicking 

o malfunctioning Hyperion 

Loader bat. Kill the marauders, 

then shoot the Loader to 

put it cut of its misery. This reveals the Loader's All Core, an item 
thot triggers the “Out of Body Experience” optional mission. Pick 
up the item, accept the mission, and re-activate “Splinter Group” os 
your current mission. You can continue on to Bloodshot Ramparts 
ond participate in “Out of Body Experience” after completing this 
current mission. 


Climb the ladder to exit the 
trench, and head north through 
the middle section of Bloodshot 
Stronghold. You'll soon begin 
to encounter Field Rats, a wily 
| form of mutant creature that 
| resembles a rat in appearance 
but has the cunning of a far 
more intelligent being. Field 
Rats and Tunnel Rats move 
Quickly and utilize cover far 
better than most humans you've encountered, Although you can often 
snipe their heads with a well-aimed shot, it’s often worth using an Action 
Skill, grenade, or nearby barrel to flush them out of hiding. 





Continue north to the intercom and press the button to get buzzed in. The 
leader of the mutant escapees soon opens the hatch to their underground 
lair. Leap into the hole to reach the Rat's Nest area down below, and 
continue north to the table in the distance. Place the pizza on it to draw the 


mutants out of hiding 


escapees in fhe exacl 


Cut Em No Slack 


Complete this challenge by killing the mutant 
order thal they appear: Lee, Dan, Ralph, then Mick. This assigned 
onder was assigned long before they had undergone mutation in 
ine sewers, err... Wildiile Exploitation Preserve. Provided you 
aren't over-powered and kill {hem as they appear, they will survive 
fo. ihe group aflack. Al this point, ifs important to focus your fire 
and 
definitely dont deploy Axton's Sabre Turret while going for this 


with controlled weaponry—no grenades or rockel aunchers— 


Chavlenge. lrack which enemy you re on, and givé chase! The offers 
will be faboing grenades, tinng pistols, and alfacking with all manner 


Of Dated weapons, perniaps even kalanas and sais! 


The four mutant escapees— 
Lee, Dan, Ralph, and Mick— 
enter the den one by one, 
giving you plenty of time to 
inflict heavy damage on each of 
them betore being surrounded 
by all four. 








It's completely possible to even kill the mutants as quickly as they appear, 
leaving ihem no Opportunity to gain the upper hand. Axton's Sabre Turret 
and Maya's Phaselock abilities are particularly wsetul in this regard, provided 
you also have a. good enough gun. Hf you don’t kill them quickly, they 
disappear after losing their shield and being depleted of half of their health. 


FLUNTER 3 SECRET 


Exit through the rear of the den and continue down the hall to the room 
with the large chest. Help yourself to the loot in the chest, as well as 
inside the numerous containers in this area. This room also contains 
Tour switches: a valve, 2 television, a floor level, and a wall switch, With 
éach interaction, these switches cycle through a pattern of red and green 
lights on the wall above the chest. Tha lights are initially red, but there's a 
Surprise awaiting you if you can turn them all green 


The way this puzzle works is that each of the four switches cycles through 
three defined pattems. A fourth pull of the switch sets it back to its initial 
State. As you pull different switches and levers, the patterns stack on top of 
one another to either turn the light red or green. Red lights are non-additive 
in that they do not turn a previously green light red. On the other hand, 
a green light addad to a green light actually turns it red. They cancel out. 
Consider the following example: 

luring tha valve once reveals the following palierm 6-0-R-A-A 

A sing! 


2 push of fhe Gollan on the (elewision reveals this pattern G-A-G-6-A 


I yaa were to combine (hate two interactions, you d gel the lollowin 
A-G-G-G-R 


9 palien: 


This is because the lirst lights, both green, would cancel each other out, but the 
other a 1 lights stig feMain active since a red light in the paftern doesn’! 
cancal oul a green. Two reds, unfortunately, do not create a green 


Now that you know how the puzzle can be solved, feel free to take notes and 
solve it on your own. Or, if you'd like, you can simply pull various levers and 
swntches until the lights all turn green—it is entirely possible to stumble 
onto the solution, If, on the other hand, you simply want to know the 
S0lubON, Several options are outlined below. Each of the four solutions can 
solve the puzzle, assuming you're starting with all red lights (zero state) 


INTERACT WITH THE SPECIFIED SWITGH THE NUMBER OF TIMES ali 
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These soletions are oaly applicabie to an ail-red initio! state. 


solving the puzzle draws the leader of the mutant escapees out of hiding: 
Flinter! Flinter behaves similarly to the other escapees, but he has a better 
shield and is more aggressive with his gunfire. Don't hesitate to open 

fire as Soon as he appears. Stay close to the end of the room from which 

you entered to cut off any chance of escape (though he may back into the 
tunnel leading to Satan's Suckhole). 
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Taggart had recorded 
five audiobooks on 
ECHO Recorders 
before meeting his 
untimely demise 

and Sir Hammerlock 
would like you to 
find them. The ECHO 
Recorders “drop’ 
from random stalker 
niles throughout me EGHU He 
Pandora (good to mares 
know if you wish 

to carry on with other missions at Wildlife Exploitation Preserve), but 
there are plenty of stalkers in close proximity to Overlook. Simply head 
down the hill out of town and turn left to locate the Hunter's Bane area of 
The Highlands. Here, you'll find numerous stalkers to hunt for the bonus 
Objective, along with plenty of Stalker piles to Scour in search of the ECHO 
Recorders 


riers are heer iy caer ataiky 


Melee or shoot each of the stalker piles you discover for a chance at finding 


one of the randomly spawning ECHO Recorders. You can find plenty more 
Stalkers in The Highlands at Frothing Greek Mill and nearby Old Granky’s 
Pond. Be sure to kill the 15" stalker prior to picking up the final ECHO 
Recorder if you want to earn the bonus money 
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Opportunity 


Glaptrap’s plan to 
destroy the statues 
of Handsome Jack 

is just the type of 
Dold thinking this 
revolution needs! 
Unfortunately, it’s 
not going to be as 
easy as the little 
robot might suggest. 
Accept the mission 
from the Opportunity 
Bounty Board 

and Nead east toward Living Legend Plaza, where the nearest statue of 
Handsome Jack is located. Shoot the statue with a single bullet to discover 
is imperviousness without wasting loo much ammo 





The Ranchers Gai etree are Anheing ea ae 


This might be a roadblock to lesser minions, but not you! Continue east 
to the Orbital Delivery Zone to find an inactive Overseer Bol that Claptrap 
had discovered in his scouting of the area. Don't worry about fighting 
the Constructor Bot that often appears on the helipad or any of the other 
Loaders or Engineers in the area, as they'll only cause you to use up your 
ammo. Instead, just run inside the shed where the Overseer is, and press 
the button on its side to hack it 
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The Hacked Overseer automatically flies back along the path you just 
walked and begins using its laser to cut through the base of the first 
Handsome Jack statue, Your job is to protect it at all costs. Equip a 
Corrosive sniper rifle and shotgun along. with some Corrosive grenades and 


a rocket launcher 
Dozens of Loaders 
and Engineers are 
going to flood the 
area in.an effort to 
stop the Hacked 
Overseer from 
destroying the 
Statues. With four 
Statues to topple. you 
must minimize the 
amount of damage 
the Hacked Overseer 
receives al each stop 


Watch the minimap closely and focus on the strongest enemies first 

(WAR Loaders, Badass Loaders, and Constructor Bots), groups of lesser 
enamies second (Combat Engineers and GUN Loaders), and individual 
weaker enemies last (Engineers and ION Loaders). The key to successfully 
completing this mission is ane of éfficiancy: you must make the most of 
your ammunition supplies and seek to eliminate the largest, condensed 
threats first. Don't worry about conserving your rocket launcher ammo if a 
single rocket can take out a half-dozen Combat Engineers—fire that rocket! 
similarly, you must have the restraint to ignore a group of relatively weak 
GUN Loaders if there is-a Constructor Bot on the battlefield. 


One of the most challenging aspects of this mission is managing your 
ammo supplies, Fortunately, there's a trick you can employ to buy yourself 
some time to forage and maybe even run to a nearby vending machine. 
The Hacked Overseer will not relocate to the next statue until every enemy 
that attacked it is destroyed. Use this to your advantage by leaving a 
normal Engineer or Combat Engineer alive at the end of each battle so you 
can scour the area for ammo and money, and maybe (if close by} even 
loot some containers or hit up a vending machine. The Hacked Overseer 
can withstand a few bullets from a weak enemy wilhout becoming overly 
damaged. This tactic may keep you from completing the very difficult 
bonus objective, but it's more important to maintain your ammo reserves. 


Be prepared to protect the Hacked Overseer against a Super Badass Loader 
while it cuts down the third statue. Lob a grenade or two at any remaining 
groups of enemies, then focus your full attention on the second Super 
Badass Loader. The fourth statue isn't far irom the pier leading to the crane 
in the western corner of the city. Survive the attack at the third statue, and 
you should be able to keep the Hacked Overseer safe through the fourth 


Statue, Good luck! 
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The Fridge 


iT you ve been 
wanting to explore 
the northern loops 
through The Fridge 
but havent gotten 
around to it yet, this 
is the mission for 
you! Head to The 
ridge and proceed 
north along the 
easter side of Frigid "ales looanan fs 
Cleft until you come 
io an Sk ay {0 an 


of this area ‘aii eile the chests (one of 
controlled by a fuse box down a lengthy fl 
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st which é is = bonne an baled jeld 
ight of stairs), Make your way 


into the cave leading north from these rooms, and keep your eyes peeled 


for a floating creature known as Sinkhole 
him, Got it? 


Fight your way northward through Stalker 


sinkhole has swallowed Shorty 
alive, and Scooter wants you to free Shorty 


§0 inat you Can property hill 


Hollow in pursuit of eee 


The area is crawling with Spring Stalkers, so have a Shock pon handy 


afd be ready to drop their shields so you c 
sheds its Midget-like appearance and reveal 


an better track them Sinkhole 
StS trud stalker form once 


you reach him in Stalker Hollow. Keep your distance and open fire with 
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a Shock weapon 
Resist the urge to use 
Phaselock or a Sabre 
Turret if Maya or 
Axton, respectively 

) if you are making 

an effort to earn the 
bonus money 

This is especially 
true if you are using 
weapons —Halios or Acid Cloud 
with Maya 
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This optional mission 

is the only one to 

take you to the region 

known os Southern ' 

Shelf Boy. Upon arriving § 

in the area, you should 

toke a few minutes to 

explore the western half of the mop in o counter-clock wise 
loop by crossing to the Ice Flows ond Ebonfloe districts in 
seorch of the Cult of the Vault symbol, a large chest, and 

os many Bullymongs as you con hondie. If you're heading to 
Southern Shelf Boy and haven't completed “Bod Hair Day,” 
then you might cs well occept thot mission, too. This area 

is filled with Adult Bullymongs, Bullymong Slingers, ond even 
some Bodoss Bullymongs, so toke the necessary precoutions, 
Intimidating os that may sound, it's on excellent woy to level 
Up, Gain o&cess to your chorocter's Action Skal, and be oll the 
more prepared to tear Mdgemong a new ane! 





Blackburn Cove 


Depart from Gateway Harbor to Southern Shelf Bay and use the floating 
platform to cross the frigid river (or nun across the chain to complete the 
Vault Hunter on a Wire Challenge). Pull the lever up ahead to lower the 
drawbnidge, and continue on to where the path forks. Those who wish to 
gain a littie more XP and locate all of the telescopes in the area should loop 
around to the south, across the many floating boats in the harbor, Those 
wanting to tackle Midgemong nght away should continue straight ahead 
into the heart of Blackburn Gove. 


Blackburn Cove is crawling with Marauders, Psychos, and Midgets of all 
kinds. Slowly fight your way across the main bandit camp on the shore, 
sticking to the lower level at first except to elevate for a shot over cover. 
Blackburn Cove is a proper harbor town, albeit one of ramshackle design 
lis many houses, both of residence and sin, have been stacked atop one 
another in slipshod fashion, Though a bit confusing to navigate at first, the 
many ladders, stairs, walkways, and overhangs-olfer the lone Vault Hunter 
plenty of proper angles from which to attack 
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Advance and retreat 
while crossing the 
lower two levels to 
the stairs leading 

up to the third. Lob 

a grenade onto 

the southammost 
balcony to take 

out any Marauders 
that may be hiding 
behind the railing 
and continue past the 
sion for the Bizarre 
and up the ramp beyond the multi-colored lights (or climb the ladder) 

Take your time crossing this middle level, as there are many Psychos and 
Marauders lurking behind the bar in the distance. One final ramp leads to 
the fourth floor. Approach the double doors near the large doormat to draw 
Midgemong out of hiding. 
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fo Gey the ean! of sense 


Midgemong is.a burly armor-clad Bullymong with a Badass Midget riding 
bareback atop him, Immediately open fire and pursue Midgamong as he 
retreats to the lower area near the bar. Avoid staying on the upper level near 
his hideout, as he’s likely to leap across to a hard-to-reach balcony that can 
be difficult to shoot over, Though capable of attacking with melee swipes 
and lunge attacks, Midgemong generally keeps his distance and allows his 
Badass Midget friend to use his twin pistols to attack 
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Use your Action Skill to gain the upper hand on Midgemong as soon as he 
drops off the upper level, It's especially important for Axton to not deploy 
the Sabre Turret too soon, or else Midgamong can easily drop to the lower 
level and evade the turret’s fire 
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- ZACH FORD. 


Pursue at a medium distance 
but aim to keep him near the 
bar so that there's a wide open 
space to maneuver, with little 
risk of you accidentally falling 
off. Midgemong summons 
reinforcements after some time 
passes. Try to ignore them the 
best you can and continue to 
focus on Midgamong and his 
Badass Midget rider, 





CHALLENGE! 


Complete this Challenge by killing Midgemong before he calls for 


Midgemong Has No Friends 


backup. This can be tricky to do if you don't have plenty of firepower 
a second Vaull Hunter fo assist you, or explosive weaponry that 
needn'l be reloaded too frequently. Focus your fire on Midgemong— 
nol (he Badass Midge! alop him—and use your Action Skill fo gain 
an edge 


Return to the uppermost floor after defeating Midgemong and enter his 
house (wait for your Action Skill's cooldown to end first). Two Badass 
Marauders attack from the locked door in the comer, $0 be on guard! Slay 
these two surprise assailants to gain access to a large treasure trunk and 
several vending machines 
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The Bane 


ARE YOU BRAVE ANDO FOC EA TO SE A CUS PW? 
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sail 





You have teard rumors of a powerful, cursed gon known as The Bane, With 
some help trom Marcus Kincaid, you may be able to find this legendary 
wHapan 


Avallobilily, Licata the ECHO Recorter in the alley beside Manel’: Sar in Saecuary 
afer “The (nice aod Fetued Slab.” 
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| he Dust 


A mysterious ECHO 
Recorder lying in the 
alley near Moxxi's 
Bar has information 
about a cursed 
weapon. Locate the 
ECHO Recorder, 
then head to Marcus 
Kincald to see if 

he knows anything 
about it. lf! anyone in 
Sanctuary (S$ going 
to know something 
about a weapon, it's Marcus! 








Marcus Knows a little about the weapon, but he’s not too interested in 
talking about it. Instead, he tells you to track down a man named Horace 
in The Dust. Use the Fast Travel to visit The Dust and head around back 
behind Ellie's Garage. Fight your way past the spiderants in Bug Gulch, and 
stay fo the right at the fork to find another ECHO Recorder near the corpse 
ofa man named Horace. The next step in what's becoming a wild goose 
chase has you searching fora man named McNally. Return to Ellie's Garage 
and get yourself a vehicle 


Drive south across 
[he desert to the 
canyon between 
Hodunk Speedway 
and Goose's Roost 
A bandit named 
McNally can be found 
roaming the area 
on foot. Open fire 
on him with your 
Venice S QUNS, and 
pick up the ECHO 
Recorder he drops 
This next ECHO Recorder speaks of a man named Gar who resides in the 
frontier town of Lynchwood. Drive west across The Dust to the railcar 
Station and transit to Lynchwood 
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Lynchwood 


Load wp on ammo at the 

ding machines in the train 
Station, then step out onto 
Main Street and make a hard 
lett toward the Gave lading to 
Gunslinger's Corner, Fight your 
way north past the Marauders 
and Bruisers to the bend in 
the road, and loop around 

the perimeter of this northern 
district toward a cave with an elevator in the rear. Ride the elevator up to 
the top of the plateau overlooking Gunslingers Corner. Many more bandits 
urk in this upper area, 50 Keep your wits about you as you make your way 
east to the buildings on the edge of town. The blue glow of Gar's ECHO 


Recorder leads you to the man’s corpse and the next piece of the puzzle 





Leap from the western edge of the upper area to quickly return to the tunnel 
leading back to Main Street. Continue south past the station and through a 
skag-infested canyon to an elevator at the southern end. Ride the elevator up 
to Death Row Refinery and battle past the hordes of rats to an area known 
as The Grinders. This location is home to numerous Armored Skags and 
Armored Skag Riders, Put away the Fire weapons you've likely bean wielding 
= at me in favor of some Explosive or 
Corrosive weaponry. Push on 
past these deadly armored 
foes to the southeast comer 
of The Grinders to find a small 
natch of ground sel aside for 
| acemetery. Dig up the grave 
near th e lone to mbstone to 
Here es a wearer of nerecihle eccuracy bur Complete the mission and find 
vf creat immobility and annovence the cursed weapon 
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Sawtooth Cauldron 


This mission takes place in Sawtooth Cauldron, a complex area accessible 
only from the northeast comer ar of Eridium Blight. It's certainly possible 

to accept this mission when it becomes first available and have it provide 
your introduction to the area. Sawtooth Cauldron contains several heavily 
guarded bandit encampments a5 well as two thresher-iilled regions. In 

no uncertain terms. it’s the most dangerous of all the bandit-dominated 
bea on Pandora, $0 bring plenty of Fire weapons and be ready to put 

Action Skills—and a raging Goliath—to work for you 


0 ee ee 


1 7 SS eee 





Tha Hire? ee Say Bar “inary z roy PAu penny ee easing santware 3 ' i the rite ape 





Desoend inte Sawtodth Stilts to access Srigmking Guano Gretic, ang continke south 


reno Aa ai Cerner Hera ar ie fined the reat EQ Recorge 


elt 








Marcus wants you 

to find a man by 

the name of Kai, 

but there's a bonus 

in it Tor you ff you 
find the three ECHO 
Recorders first. Kai, 
ahem, isn't going 
anywhere Soon, $0 
focus your attention 
on the three blue 
waypoints on the 
minimap and save the 
white one for last. It just so happens that with some understanding ot how 
Sawtooth Cauldron is configured, you can pick all three of them up along 
the way to Kai without any extra fuss. Finding these ECHO Recorders sheds 
Some interesting light on Kai, the man who owed Marcus the nine dollars 
you've been hired to retrieve, 
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The Fridge 


Fast Travel back to The Fridge 
and step out into Frigid Cleft 
in the direction of the nearest 
aba Waypoint De Spite wanting } 
you to find some lige ior hi : 
giritriand- wohl rat, Scooter 
willing to pay you do ay if you 
find him three oi 8 magazin 8s 
All three of the magazines are in 
ins southem section of Frigid 
Clett, not far from the roadway. cron ng une 
You can find two of them in the 
burned-out husks of automobiles, while the third is sitting atop a crate 
The flowers, on the other 
hand, are scattered around a 
much larger area in Icemaw 
Grotto. Head north alor 19 the 
Mad in Fr rigid Clett toward the 
Volatile ise eke 1 Equip your 
most powerful single-shot 
hon-elemental or Explosive 
Weapon, and pick off a faw of 
the Volatile Crystalisks from 
atop the elevated road. Even 
if you can only manage to 
Shalter one or two legs 
ihe nearby Volatile Crystalisks, 
this still makes it much easier 
to Kill them wp close with melee 
as. 5 attacks, Clear the immediate 

im area of Volatile Crystalisks 

inpiany | then set about finding the five 

wae flowers. 
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1 Scooter wants you to 
10 od. | too. AN Od 
Pizza delivery Van Nad crashed 





on the northem end of |camaw 
Grotto, spilling five pieces 
uh or =, so noirh 
Of Ditid 2 lo OVel int lf! Neary 


rocks and debris ull Of (ne 





Al hy Py aS f HiT 
a5 Of Diz a ( can only be 
reached from above, requiring Manes 


you to scamper up the nearby 


pile of rocks and leap over to the piece of broken roadway to get the lass 


accessible slices 


Now that you have the pizza and the flowers (and maybe a few girly 
magazines for Scooter), it's time to nea 8 south along oii d Cleft to the 


the yellow-and-black stnped gate ad Wail for L Laney Whi is {o 5 make Nest 
appearance 


Laney is inno mood to return 
10 Scooter and 1 guile content 


inving with her seven Midget 





VOU tO the death i thats what il 
takes Tor ner not to have to go 
hack tc lo ) Scooter Activate your 
Action Skill as soon as the gate 
pretend for a secand Mat Caney HYP opens, and don’t give Laney 

PG Gan Tet aca TAM teh White a chanee to attack, Hit 
ine GE OPS" har with Fire attacks and don't 
Will attack and Duy her enough time to recharge her 
shields sg aaa i you re free to kill her Midget companions and 
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chest in the room where they made their home 





It's Off to Hell | 


rats. |in fact, $e § willing to hgh 
ih 





et ‘i lal sn 
i Ab ee i ‘il li 
LEVEL MONEY | XP | ill 
ik URI ==) eSB fue (et) 


SALT TA i| PSA TTT GSR TALE ee AT A Ee 
a LAIN ) il TA Mi AT, i hh} ] ENA Ha WLM) vat 





The Dust 


Head out to The Oust 
and get yourself a 
Sel ol t wheale—tt's 
time to launch off 
the big slab and Pay 
Goose's Roost a 
Hf you hadn't done 
SO areagy (during 
the “Too Close for 
Missiles” mission 
perhaps}, then know 
thal the only way to reach this elevated qyro-copter base is by speeding off 
the massive rock slab in the center of The Dust. Use your vehicle's turbo 





; were oat Goose! 5 Roost. right your way across the upper level 


Of the area, past the volleyball court, and descend the stairs in the northeast 


corner to a rocky ledge lower on the cliff, Carson is nowhere to be found, 
but there is an ECHO Recorder left behind. 
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Leap off the cliffand make 
your way across The Dust to 
the north toward Friendship 
Gulag, where Carson is being 
held. Equip your hest Corrosive | 
weapon and fight your way 
past the Loaders and Combat 
Engineers to the north side of 
Friendship Gulag. Hf you don't 
have any Corrosive weapons, 
than aim for the Nacrophage 
plants that grow throughout the araa—they release a massive cloud 

of corrosive gas when shot. These are perfect for chewing through the 
armored Loaders. Take care not to leave any enemies alive, as they'll tail 
you to the north side of the prison compound, where two WAR Loaders 
and multiple Repair Surveyors await. Hit the WAR Loaders with Corrosive 
gunfire and grenades, then open fire on the Repair Suryeyors—you do not 
want them undoing the damage you inflict. 


A TRUKIGAN STANDOFE 

Exit Friendship Gulag and drive back to Ellie's Garage. Continue around 
back, behind her wrecking shop, and travel on foot across Bug Gulch to 
Boot Hill. Bug Gulch is crawling—titerally—with spiderants of all ranks and 
sizes. Fire weapons work really wall against most spiderants, and they're a 
great option when you can't get a clean shot at their abdomen. 


(arceny® a! byl hes i a Fruit wera 
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Continue up the left-hand path to Boot Hill where the canyon forks. This 
takes you to a small chapel overlooking a cemetery, Carson buried the stash 
in front of the tombstone nearest the church. Digging it up uncovers the 
loot chest, but it also draws out Mobley and Gettle, two other would-be 
grave-robbers wishing to lay their hands on that ill-gotten bounty 


Mobley decides that the only 
honorable way to settle this 
here predicament is to have a 
three-way duel when the church 
bell strikes three, Walt until the 

} third chime to start shooting— 
the other two ara invincible until 
the duel starts. Mobley and 
Gettle most likely start shooting 
at one another, leaving you to 
set them both aflame with your 
Fire weapon. Or, if you'd rather, use any shock weapons you have to drain 
their shields, then switch to traditional or explosive weapons. Kill therm 
both, then loot the chest. 
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The Great Escape 
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Sawtooth Cauldron 


A bandit by the name of Ulysses needs your help. He's hanging out on the 
northwest comer of The Buzzard Nest (accessible via Mortar’s elevator 
from Smoking Guano Grotto), and he wants your help in getting off the 
planet. He needs you to retrieve a lunar supply beacon from Smoking 
Guano Grotto. With it, he believes he'll have a way off Pandora once and 
for all. Oh, and he'd love it if you can remember to pick up his pet goldfish 
along the way (purely optional) 


This mission can be accepted before you officially turn in yOur progress 
on “Toil and Trouble.” Follow the strategy outlined for that story mission 
to gain access to The Buzzard Nest high atop Sawtooth Cauldron, and 
complete the main objectives before taking time to speak with Lilysses. 


Ride the elevator down to Smoking Guano Grotto and (with the elevator 
behind you) continue around the cave to the right. Ulysses’ pet fish is ina 
bag of water ona shelf just around the corner from the elevator. The pet is 
almost directly below Ulysses’ position up on The Buzzard Nest 


Now that you have the pet, it's 
lime to retrieve the lunar supply 
beacon. The item you need is 
bocatad at the lowest point in 
Smoking Guano Grotto, at the 
base of a ladder on the easter 
side of the cavern. There are 
[WO Ways [0 90 about reaching 
it, the first involving a series of 
relatively risky leaps across the 
center of the chasm, beginning = "#5! Pot! in Smoking Guar Grotto fo find 
with the one toward the chast 7" Sw#"MMly beeoon 

behind the elevator. Gradually run, leap, and drop to the angled beam and 
balance your way to the supply beacon, The other way is to continue the 
clockwise loop around the perimeter to the eastern side of the cavern and 
descend the ladder. Consider taking the riskier former route if you hadn't 
recently looted the chests on the suspended platforms in the center of the area 





ap across 


brantther ying descend the toddler or fe 


nO Th ae CAE, OL WT mel ee tie 


Retum to the elevator and ride it back up to The Buzzard Nest, Set the 
Supply Deacon down in the designated position, and watch as Ulysses gats 
his wish, one way or another. 
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Three Horn Divide 


Swing by the Happy Pig Bounty Board on your way to The Fridge at the end 
of “Rising Action” to accept this mission, Collect the dynamite that Claptrap 
has positioned nearby, then turn and drive to Three Horns Divide via the 
northern transition. Once in Three Homs Divide, turn hard to the right and 
drive through the narrow cave to the entrance to The Drydocks area 


Claptrap wants you to place the dynamite on five furnaces scattered 
throughout The Drydocks. Tha first is just inside the anemy base, on the 
right-hand side, and can be reached quite easily. The others are split more 
or less into pairs. The deeper you advance into The Drydocks, the more 
Marauders and Nomads you'll encounter, $0 stick close to the entrance and 
Kill aS Many a5 you can from the relative satety of the afea—al least you 
can't be surrounded near the entrance! 


Make your way to the perimeter on the lett-hand side and continue to set 
the Marauders on fire with your guns and grenades. Climb the stairs to 
reach the upper furnace, then drop to the north side of this building to 

find the third on ground level. The other two furnaces are located on the 
northeast building, just beyond the large anchor in the center of the area 
One is all the way up multiple flights of stairs on the uppermost level and ts 
right near a valuable treasure chest. Don't miss it! 


Rig the five furnaces, then approach the anchor in the center of the area 
and activate the transmitter that Claptrap arranged to be there—Dandits are 
50 dumb. Switch to a fast Fire-based weapon if one’s available, and ready 
yourself for eight Freezing Psychos that attack. These enemies are quite 
similar to your typical Psychos, only they're a bit colder. They'll charge your 
position in the center of the base ina relatively steady stream, but not all 
at once. Aim for their , mass 
lags i they start to 
get too close to at 
laast knock them to ee 
the ground. Set them 
on fire to quickly Kill 
them, then drive back 
to the Happy Pig 
Bounty Board for your 
feward—and one 
More pun. 
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WORTH THE TRAVELS 


Don't let the length of thes mission score you from doing it as soon as 
it becomes ovollable, os the unique pistol owarded for this mission is 
extremely helpful during Toil and Trouble ond other mesons to come 





Sawtooth Cauldron 


Hike up the trail to 
the campsite high 
above Sawtooth 
Stilts in the northeast 
comer of Sawtooth 
Cauldron to find 

a Suspicious box 
containing an ECHO 
Recorder. The 
recording speaks 

of a great treasure, 

a lost map, and the 
whareabouts of 

the remaining map 
pieces. The only way to find Tha Lost Treasure is by unleashing a vicious 
assault on the bandits of Sawtooth Gauldron. Each section of the map 
reveals a very important clue to the whereabouts of the treasure—you need 
all four pieces of the map to have any chance at finding the treasure. 





Drop into Sawtooth Shits and hike op fe narew penn 
id the northaas? cone to fied the ECAO Aarandar iu 


ontaing this mission 


One look at the size of the area waypoint on the in-game map |s all you 


| naed to know that the clues can be anywhere, Every Marauder, Goliath, 


Psycho, and other assorted bandit in Sawtooth Cauldron has a chance—a 
small one—to drop one of the four clues. The only way to find all four ts to 


| perform a complete sweep of the area. Start in the lower area of Sawtooth 


Stilts and proceed to Smoking Guano Grotto. Clear out the cavern in search 


| of additional clues, then make your way to Main Street Reservoir and 


Cramfist’s Foundry. There's no need to wade into the dangerous waters of 
Scalding Remnants, as you're only going to find threshers in that comer 
of Sawtooth Cauidron. Locate all four clues, then make your way to the 
Fast Travel station and head for Caustic Caverns at once. Hl you hadn't yet 
heen to Caustic Caverns, consider first completing the “Safe and Sound” 
mission before proceeding with this mission. It also helps to have already 
completed “Minecart Mischiet.” 
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Caustic Caverns 


SGSEPIET SETH rib uae Ld name t eptaaisae-t: 


The ye clues each norteeniad to a lever that yOU must locate somewhere 
in Gaustic Caverns. Though the descriptions may seem obvious to those 
who know their way around Caustic Caverns well, finding the levers you 
need to pull can still be tacky. Head out ina counter-clockwise direction 
toward Dozing Discharge, and make your way across the toxic sea to the 
second island. 


Under the acid- 
soaked railway: 
This hewer la on 

the south aide of 
fhe coniral bridge 
tuppent for the 
élavated railway 
Aen op and pall jl 
Quickly beore the 
Volatile Crystalinks 
larged you with {fei 
pelea! alincin. 


si a | 


In the warehouse 
on the shore: 
Continue ina 
conte Le he La 
direction (rom 
Ooring Discharge, 
Baal (he Rumbling 
Store, and into the 
Infested Warehoese 
area. Tela neat 
lever is on the ner 
tide of the infested 
Warehouse. Beware 
the varkids! 


lin thee diggers 
ahactow: Proceed 
io the western 

tide of Caustic 
Caverns where & 
massive ete of 
mining machinery 
can be seen 
casting a langihy 
shadow pergas the 
Abandoned Mining 
Site. The neat lever 
it on the westam 
side of a mining 
Hhack diracily in the shadow ol the overhead digger 


Within Dahl's 

y Sixth: 
Ember the Inlagied 
Warehouse from 
(he weelern side via 
ihe control wheels 
Of ihe ides of the 
Mminscart tracks. 
Proceed through the 
Werehouee, past 
ihe crther, bo the 
eniraace to Dabl 
Deep Core 06. The 
lower ia on ihe wall : 
in ihe blood-splattered room meade tine Ladder 


With all four levers pulled, you're now able to ride a massive lift up the side 
of the central facility to reach the roof, also known as Varkid Ramparts. 
Heturn back through Dahl Deep Core 06 and the Infested Warehouse to 

the Abandoned Mining Site, and locate the lever on the concrete platform 
South of the minecart tracks, Pull this lever to start the lift up the side of 
the building, Be cautious of an impending untriendly welcome from several 
Badass Varkids on the roof! 


There is but one way to proceed once on the Varkid Ramparts, and that’s 
through a gauntiet of varkids and spiderants. Fortunately, spiderants 

hate varkids just as much as Vault Hunters do, It's quite possible—and 
enteriaining—to waich the spiderants and varkids attack one another while 
you lob granades and occasional gunfire from the periphery 














Keep in mind that the Varkid Ramparts area isn't home to either species 
peons. Expect to encounter numerous Spiderant Knights and Badass Varkids 
mn this area. It truly pays to have a gun that can Slag enemies on hand, then 
quickly switch to a Ps or Explosive weapon to magnify the results 


Pull the lever to turn in the mission and reveal a hidden weapons cache 
Help yourself to the contents, then head southeast along the elevated bridge 
and leap down to return to the Fast Travel station 
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The Name Game 
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Three Horns Divide 


Sit Hammeriock, always found in Moxxi’s Bar, needs you to head out 
into Three Horns Divide (or anywhere that contains Bullymongs should 
you rather return to Southern Shelf, for example) and spend some 

time observing the behavior of the Bullymongs native to the area. And 
by observing them, he primarily means killing them, This mission 
contains multiple objectives, including a bonus task of hunting down 15 
Bullymongs, for which he’s willing to double your cash payment. 


Use the Catch-a-Ride outside the Sanctuary gate and drive around the 

bend to the northwest, just beyond the signs in the distance. Open fire on 
the Bullymongs in the area with the Light Runner's weapons, then climb 
out and examine the Bullymong piles. You shouldn't have any trouble 
finding at least five Bullymong piles in this area, but if you do (or happen to 
accidentally run over too many of them in the vehicle), then just head south 
to either of the other areas marked on the minimap. 


Your investigation into the Bullymong debris piles has caused Sir 
Hammeriock to consider renaming the creatures Primal Beasts. Continue 
your study by killing one of the newly named Primal Beasts with a grenade. 
It doesn’t matter how big a Bullymong, err, Primal Baast you kill, Any 
vanety works, even the wee babies. 


Not content with that name, Sir Hammeriock now wants to watch you 
interact with the species recently—and tamporarily—talled ferovores. 
Equip a fast-firing pistol, assault rifla, or large-capacity shotgun, and back 
away from the ferovores in the area so as io bait them into throwing their 
rocky projectiies at you. Wait tor the projectile to begin its descent toward 
you, and open fire. Shoot three of these feravore projectiles out of the air to 
satisty Sir Hammerlock’s request. 


At his wit's end, Sir Hammeriock has decided to call the former Bullymongs 
bonertarts. Yes, bonerfarts. And he'd like you to kill at least five of them. 
Open fire on the bonerfarts, either on foot or with your Light Runner, to 
complete the mission. Return to Sir Hammerlock at Moxei's bar to collect 
your reward—and the knowledge that those wooly creatures of the snowy 
plains will forever be known as Bullymongs 





IAL MISSIONS] 


scooters got wind 
that the people in 
Overlook could really 
use a helping hand: 
they're under house 
arrest due to their 
brain-shivers, and 
thay're running low 
on medicine. Use the 
Fast Travel station to 
return to Overlook 

in The Highlands at 
once and knock on Karima’s door. She lives in the house directly east of the 
Bounty Board 





Scale ite bulldings siongside Me cinck tower fo reach the 
PoWveEr Gooey Mais Ayia contain 


Karima needs you to get the power supply from the town’s clock and install 
it into the medical dispensary. Ascend the stairs behind the clock tower 
and leap across to the nearby roof. From there, continue the ascent to the 
container that serves as a Dridge from the neighboring roof to the clock. 
You can access the power supply from within this container. 


Install the power supply alongside the inoperable Zed’s Meds vanding 
machine on the west side of the town square (this vending machine is 
= | only usable during 

: this mission string). 
| Karima needs you to 
collect the lone dose 
of Shivers Medicine 
P trom the vending 

| machine. Don't 

| worry; it doesn't 

cost anything, 









The Shivers Medicine (s the ‘tern of fie Dev ane ean be 
anal for free 
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Helping get one dose of Shivers Medicine was a start, but Karima needs 
you to get two more. Secure a vehicle from the nearby Catch-a-Ride, and 
follow the main highway north across Blake Bridge to where the Requisition 
Officer is located. He's accompanied by two WAR Loaders, but isn't any 
match for the firepower of a Light Runner or Bandit Technical. Defeat both 
the Requisition Officer and his Hyperion escort, then secure the next dose 
of Shivers Medicine from the vending machine on the officer's back—just 
watch out for the stalkers in this area! 


The third and final 
dose of medicine 
was left in a shipping 
container that 
washed up on the 
beach beneath the 
Hyperion Bridge. 
Drive back along the 

) main highway in the 
direction you came 
and continue through 
the tunnel and down 
to the water of Lake Shining Horizons. The ground in this area is quite alive 
with threshers of all shapes and varieties, so proceed with caution, The 
threshers—Wormhole Threshers in particular—can obliterate a vehicle in 
no time, so consider parking uphill and traversing the lakeshore on foot. 


Battie poet the finesiners To Ue COV cet Pe acter 
five pk fo fine! the third dose of Shivers Medicine 


Return to Overlook with the medicine, and deliver the three doses to each 
of the houses marked on the minimap. Place the medicine in the retractable 
mail slot of each house to avoid the risk of spreading the horrible disaase 
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The Highlands 


You ve undoubtedly heard the taped recordings mention Loader salety 
concerning the grinder. Well, now ts your chance to use the infamous 
device. Karima needs you to grind up five of your stields—the ones in 
your inventory—so that they can be converted into Shield Digistruct Cores 
Karima is going to use them to build a shield to protect the entire town, no 
matter what Dave says. 


The vending machine next to the grinder—the one you powered up in 
the previous mission—has all the shields you need for sale, but thay can 
cost more than $1000 each! The first thing you need to do is to sort your 
inventory and hgure out which shields you might want to grind up along 
with which weapons you're willing to sell. There are plenty of containers 
and chests located throughout Overlook (and in the areas just outside of 
town) that yield money and additional items to sell, Depending on how 
ray 8 hields you're short and how much money you're willing to spend 
on them, you may want to consider a hunting trip. There are al anty of 
stilers in nearby Hunter's Bane and a multitude of thrashers in Whisparing 
Hiverbed beneath Blake Bndge 


Once you're ready 
fo grind up some 
shields, head up the 
Stairs beside the 
grinder and stand 
facing the grinding 
apparatus at an 
angle. The only way 
to drop shields into 
the grinder is to 
enter your inventory "a" 
screen and select the @ #"v/e 80M 
Drop” action. The 
item flings forward from your Backpack as you exit the menu screen—the 
trick i$ to be standing in such a position that the shield enters the grinder 
Pick up the Shield Digistruct Cores that are spit out the bottom of the 
grinder and deliver them to Kanimas mail slot to complete the mission 
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The Highlands 


Karima wants you to test out Overlook’s new shield with the Hyperion 
mortar situated on the bluffs overlooking Blake Bridge. Though the mortar 
is due south of Overlook and not far from the main highway, the only 

way to access that point is by driving around the mountain through the 
lunnel to the south, toward the Aggregate Acquisition area, Though you 
can continue through the main entrance near Frothing Creek Mill, there's a 
batter way that allows you to maintain an elevated advantage for much of 
the very tough, lengthy fight through Hyperion-controlied territory to reach 
the mortar. After all, you re infiltrating the area to use fhe mortar to test 
your shield, Hyperion cant even know you have a shield! 


Follow the main road to the 
south side of The Highlands, 
then steer your vehicle up the 
dirt path toward the campsite. 
Continue up to where the dirt 
path ends above the waterfall 
near the concrete structure 

on the ight, Leave the vehicle 
nerée and hop across the rocks 
above the waterfall to the west, 
then loop back up and over the 
rocks near the windsock onto 
the grassy field above. Kill the first batch of Loaders and Engineers, then 
retreat the way you came as soon as the Constructor appears on the bridge 
leading east. Even though the Constructor is likely positioned facing away 
from you, its nonstop barrage of missiles and periodic nuclear attacks is 
enough to make this a no-go zone. 


Stale fo the night outside the amma supp 
fai fie & 


he soon for cove 


ANCA Site fire POsirctor (han duck 


back inte 


Jump onto the roof of the nearby concrete structure where the chests are 

and loop your way around the comer to the inside (shoot the fuse box 

above the Constructor if necessary). Raid the ammo supplies in here, and 

Strate to the right to spot the Constructor Bot on the bridge. Open fire from 

this position and continue strafing in and out of cover, using the interior 

ammo storeroom for protection whenever the Constructor’s missiles and 

bombs deplete your shields. Take your time, allow your shield to recharge, 

ant Keep shooting the Constructor from this angle. Once it has been 

) destroyed, head up to where 

| the Constructor was, check the 

buildings to the laft for ammo 

and lool, and use that same 

| Perch to eliminate the twin 

Badass Loaders in the valley 

me below. Once you've defeated the 

me Loaders, leap down and make 
your way to the mortar. 
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EP REAR 


TELEPORT TO VEHICLE 


One of the nice things about leaving a vehicle ot the end of the dirt 
path neor the woterfall is thot if you die, you need only use o Cotch- 
o-Fide to “teleport to vehicle” to get right back into the actin. 


A LOAD OF BUL 

eS eg] FS | oe SS 1 ee 
As you first opprooch the Constructor Bot, you encounter several 
BUL Looders. These adversaries try to rom you ot high speed, and 
their bladed shields deflect bullets. Hit them with Corrosive status 
effect attacks to safely eliminate them Another option is to use 
Explosive rounds so thot the splash damoge damages the BUL 
Loader through its shield 





Approach the massive mortar cannon once the area has been secured. 
Karima then coaches you through the testing procedure. Aim and fire the 
mortar as instructed, then make your way back to Karima. The fastest way 
back is to simply leap off the cliff to the north, but you may want to head back 
to the west and drop down onto the rocks near the campsite below if you 
havent yet unlocked the “What Does It All Mean” secret Achievernent/Trophy. 
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The Pretty Good Train Robbery 
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Tundra Express 


The EGHO Recorder 
you Drought to 

Tiny Tina from the 
"Mine, All Mine” 
mission reveals the 
bandits’ plan to sell 
the Enidium they're 
mining to Hyperion 
for mountains of 
cash. You can hijack 
tha money train 

and make olf with 
the loot—and Tiny Tina knows just how to do it! Take the four packs of 
dynamite from her workshop, and make your way out to Ripoff Station on 
the western side of Tundra Express. Don't just mosey in the tront door, 
though! Circle around behind the station via Old Man Johnson's Farm and 
approach from the west. 





No rep-tashie Marnes forthe iepiosives Mies tome lit pla 
a OWE Gy marie 


There won't be any trains using the tracks running through Ripoff Station 
until the Hyperion money train is called, so it's safe to walk along the tracks. 
Balance along the elevated tracks and walk directly through the westem 
gate of Ripoff Station, where Tiny Tina wants you to put the first batch of 
explosives. Set them on the base of the gate to drop the gate. Now, any 
trains approaching from the east won't be able to escape! 


With the gate slammed shut, you're ready to radio for the train to make 
its delivery. The intercom ison the elevated train station; follow the tracks 
away from the western gate to reach it Take a minute before calling 
Hyperion to kill any remaining enemies in the area, Ripoff Station has 
numerous containers and plattorms that i can jump onto to keep out of 
immediate reach of 
all but the leaping 
| Raging Goliaths 
Use these elevated 
perches and the 
| sheltered space under 
) the train station 
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If you've yet to encounter a 

Ged-Lioth and want te unlock 

the “Goliath, Meet Oavid’ 

Achevement/ Trophy, thes is 

o great place to do so. There 

ore o number of Golioths 

in the oneo—you may even 

encounter o Goon Gobath with a treasure chest on his back —ond 
you con chweys use the alarm to coll for reinforcements to give the 
Goboth even more fodder to feast on. Seek the high ground to put 
yourself out of the general fray, and watch for the Goliath to level 
up to God-Liath status. Moke sure you inflict the fatal blow, or else 
you won't unlack the Achievement/ Trophy, nor wall you earn the 
wealth of XP killing the legendary beast yields. 





Place the three remaining packs of dynamite on the safes to blast tham 
open. This showers the ground in money, leaving you with hundreds. if 

not thousands, of dollars to pick up. Better get to it quickly, however the 
Hyperion defense systems are about to deploy three Auto Cannons atop the 
train! You don't need to stick around long enough to fight the Auto Cannons 
but if you've got a rocket launcher or Corrosive weapon, you might as well 
blow them up—they re not hard to kill and worth a bucket of XP 


Grate Durnage 


Base) Publius. 





| 10 clean out the 
enemies in the area 
before calling for the 
Hyperion train 
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Arid Nexus Boneyard 


Its time to take care 
of the mrscreant 
who's been 
Spreading all of those 
unfounded rumors 
about the Crimson 
Raiders and (more 
importantly) the 
good work you've 
DEEN doing for the 
people of Sanctuary 
Head to 


Truth eetwore, and 
Arid Nexus (0 he studio where Hunts 
Boneyard, either by 

Fast Travel or by driving there from Eridium Blight, and set out on a due 
east trajectory across the wastes 


AD TORCT Tie PANETT 


ride the Ait tip 
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The Hyperion Truth Network ties just a short distance from the entrance to 
the Arid Nexus Boneyard. That's where you'll find Hunter Hellquist, the DJ 
responsidie for those ludicrous remarks being spread around Sanctuary 
Ride the elevator up to the recording studio and immediately open fire on 
Hunter Hellquist (feel tree to listen to the ECHO Recorder on the studio 
desk while you're there), He'll likely flee to the sands below, where one or 
two ION Loaders may come to his ald. Hunter Hellquist has a substantial 
shield and attacks much like an Engineer. Fortunately, he's vulnerable 

to Corrosive attacks, aS well as heavy explosives. Drain his shields with 
shock weapons if you have them: otherwise, unload on him with your most 
powertul weaponry. ignore any Loaders that are present until after you've 


dealt with the DJ. 
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This Town Ain't Big Enough 
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Liar's Berg 


Bullymongs have infested two areas within Liar’s Berg, the pond and the 
graveyard, and Sir Hammerlock wants you to clear them out. You're free to 
tackle either area first, but the pond (directly beneath the rope bridge strung 
across the chasm near the Bounty Board) contains just Monglets and Brat 
Bullymongs, whereas the graveyard area is guaranteed to contain at least a 
few rock-throwing Adult Bullymongs and Bullymong Slingers. 


Approach the graveyard via the road that leads north through town, past 
the switch controlling the western gate. Open fire on the first Bullymong as 
S00 a8 you can get a clean shot. Avoid straying too close to the graveyard 
entrance, or you ll certainly be overwhelmed at close range. Strafe left to 
night to avoid the incoming projectiles (shooting them helps earn you credit 
oward a Challenge), and focus your fire on each Bullymong as it exits the 
Qraveyard between the snowy blocks. Try to leave any Monglets you see 
alive in case you gel downed and need an easy kill for a Second Wind. Back 
away from the Bullymongs, and don’t hesitate to duck behind the cover of 
the metal wall near the gate switch 


Make your way to the frozen pond, either by leaping off the cliffs near the 
Bounty Board or by dropping in from the Quick-Change station uphill trom 
the graveyard. I's very rare for any of the Bullymongs in this area to throw 
rocks—something the Monglets are incapable of. If you're at all worried 
about the battle to come, go ahead and pick off a few Monglats from atop 
the rope bridge. Take your shots 3 ira afar with the pistol, then Switch to 
the shotgun and rien) 
stride out onto the 
ice to Mop up the 
last few Bullymongs. 
Clearing the pond is 
far easier than the 
graveyard, but you re 
unlikely to gain a level 
doing either of them, 
50 the order doesn't 
matter 
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To Grandmother's House We Go 
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Accept this mission 
from the Jack 
Bounty Statue, then 
deploy a vehicle | 
from the neighboring | 
Catch-a-Ride. Drive 
west along the main 
road and follow it 
northward across the | 
large bridge. Proceed 
past the Sawtooth 
Cauldron entrance and drive over the bridge to the west. Continue following 
the multi-colored flags a5 they lead the way in a Counlér-Ciockwise spiral 
up the side of the large mountain in the center of Eridium Blight. Don't veer 
off for any of the pedestrian bridges, and continue past the entrance to 
Slagma Refinery on the left and Slagma Vapor Extraction on the right. Drive 
all the way to the top of the mountain, then turn left to approach Grandma’s 
House. 






Aetieny Hie picking sore floors for Grandina 


Park the vehicle near the fence, and set about collecting the flowers as you 
advance toward the distant house (one of the four Communication Dishes 
is atop Grandma's House). Gather up the flowers along the fence and rocks, 
and approach the house cautiously, 


As you likely 
expected, the house 
isn't empty. Five 
bandits have attacked 
Jacks grandmother's 
home while you 
“were en route to the 
location. Open fire 
on the Marauders 
and other bandits 
outside the house, then circle around to the rear to have a look inside. One 
final enamy is lying in wait inside the bedroom, Unleash your Action Skill at 
once to overcome the close-range surprise. Collect the buzz axe from the 
bed and return to the Jack Bounty Statue to turn in the mission 


Too Glose for Missiles 
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You can always find 
Loggins loitering on 
the stoop outside 
Ellia’s Garage, The 
former gyro pilot had 
his wings clipped 
and wants your help 
in taking revenge 
against his former 
flight squad. The first 
Step in doing this You can om! among speed with any vehicle bul the Light 
is actually reaching © Aunners have better acceleration 
their Camp—the 

only way in is through the air. Fortunately, you can launch a vehicle into 

the danger zone that is Goose's Roost by airing off the massive slab of 
sandstone in the center of The Dust. Head west down the road out of Ellie's 
Garage to the ramp-lke outcrop, and use the vehicle's turbo boost to fly off 
the end and into Goose's Roost. 


GREAT (VOLLEY)BALLS OF FIRE 


The squadron doesn’t like having their R&R interrupted any more than 
they sok you by DTN thelr tower, SO 9 SDE heavy combat aS Soon as you 
“ meee (and. Goose's Roost is a mulli- 

level area built into the side 

) of a cliff. The uppermost area 

iS the largest—flat and wide 

) with plenty of room for landing 

gyros, licking the vores, and 

playing volleyball—while the 

| tower levels are narrower and 
contain multiple houses and 
supply tents 
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Take a moment to 
eliminate any nearby 
enemies, then run 
and leap down to 
the lower level on 
the north side of the 
afdd, $0 05 10 SWeeD 
through the airbase 
from bottom to top 
You must locate the 
four volleyballs and 
two gas cans before 
WOU Can light the net on tire, 
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some of the pilots 
Start launching their 
Buzzards in attempt 
to gun you down 
from the air. Open 
fire on the pilots or 
the engines to blast 
them out of the sky 
Maya's Phaselock is 
also worth using. as it 
inflicts instantaneous 
damage. Follow the 
waypoints on the Minimap as you make your way back to 
the upper level of the camp. Locate the volleyball atop the corrugated metal 
hangar, then turn to the tueling stations to tind the gas can 
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Gather up the 
remaining items 

and approach the 
volleyball net to 
douse it with the 
gasoline, Stand back 
and shoot a Fire or 
Explosive weapon 

at it to light the net 
on fire. This draws 
the ire of three gun- 
toting Shirtless Men, 
not unlike the Crazed Marauders you fought upon launching into the area. 
The Shirtless Men are each carrying high-powered assault rifles and pose 
a pretty big threat should they catch you at close range. Pop your Action 
Skill right away, and job a grenade or two to quickly weaken them, Use the 
Fire weapon you used to ignite the nearest Shirtless Man, and back away 
to cover. The Shirtless Men patrol the vicinity if you exit the area (or are 
killed) “epek to the main volleyball area of the base, and finish off any 
survivors with a couple of well-placed headshots. Bogeys eliminated. 
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Sanctuary 


Find the five ECHO Recorders associated with this mission and you'll learn 
about some horrible things that happened to Tannis. The ECHO Recorders 
making this a quick and easy mission 


to complete while running errands in town. Waypoints mark their location 
on the in-game map, but their locations are detailed below just in case you 
have trouble finding them 
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Arid Nexus Badlands 


Make your way to 
the south end of 
Arid Nexus Badlands 
and enter T.K 

Baha's house, Pull 
the Zaford-emblam 
hanging from the 
oull-chain in the 
center of the room to 
reveal the entrance 
to T.K. Baha's secret 
basement. Dascand 
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the ladder and sat about opening the myriad storage lockers and containers 


in search of the six pieces of evidence, Gather up the money, and listen to 
the ECHO Recorders to hear what had happened to 7.K.’s wife, his weapon 
design, and his eyesight 
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T.K. Baha had hidden 
the Diveprint to 

his most special 
design ina Special 
compariment in the 
base of the vending 
machine in his 
basement. Locate the 
lever on the side of 
the vending machine 


a f 
Fr 


and pull it to reineve Asta 


the blueprints, At 


this point, you'll have a choice: either 
to Hyperion. Una's mailbox is love 
whereas the Hyperion P.O. Box is near 


is yours 








mall the plans to Una, or send them 
ated near the Fyrestone Bounty Board 
the Fast Travel station. The choice 
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Sanctuary 


A murder has been committed by one of the Gutter quadruplets, and it's 
up to you to figure out who the culprit was. Marshal Friedman is going to 
keap the four brothers ina lineup while you set to solving this puzzle. Now, 
a great thing about this mission is that you re going to get the reward— 

the Law pisto-—whether you correctly identify the killer or not. Marshal 
Friedman also kicks you a small bonus for each witness you speak with 
Starting with himsell 


If you pay attention to the details of each account, you'll discover that the 
victim was shot by a single bullet. Take a look at the weapons each of the 
brothers is carrying and note the one with the sniper rifle—he's the killer! 
Accuse the second brother from the right, Barlo, to correctly solve the 
mystery. It may not matter in the grand scheme of things, but correctly 
identifying the killer earns you the privilege of seeing Marshal Friedman 
play judge, jury, and executioner night there in the middle of town 
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Opportunity 


If you're going to expose yoursell to propaganda, you might as well 

get paid to do so. Make your way to the Living Legend Plaza area of 
Opportunity, and clear the area of Loaders and Engineers so you have some 
peace and quiet to fully absorb the history lesson youre about to be told. 
Living Legend Plaza contains tive pre-recorded messages and inspirational 
murals designed to showcase Handsome Jacks many contributions to 
Pandoran society. The five stations are arranged in a circle in the center 

of Living Legend Plaza. The two minutes you spend listening to these 
recordings will no dowbt inspire you to greatness, though probably not the 
Kind Jack has in mind, 
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Tundra snl 


Head south toward 4! ATED 
Varkid Ranch and i mn mun 
proceed along the 
narrow path al the 
base of the mountain 
to the west. Follow 
the sign wp the hill to 
the top of Skittering 
Mound, where Sir 
Reginald resides with 
his mother, Madame 
Von Bartlesby. Take 
a moment to kill any 
Buzzards you encounter overlooking Buzzard Academy, as you don't want 
them firing on you while you're without cover atop Skittering Mound, 
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Madame Von Bartlesby attacks alongside several of her junior attendants 
Essentially a Badass Varkid, Madame Von Bartlesby hovers several feet 
above the ground and launches powerful shock bombs that instantly drain 
your shield and render you far more susceptible to her assistant’s attacks. 
if you can find one, equipping a shock immunity shield is a good idea; 
otherwise, stay on the move. To avoid the attacks, use your Action Skill to 
pre-empt the bomb attack, and do what you can to knock her out of the air 
with a rocket launcher or heavy doses of fire. 


Retrieve Sir Reginald from the hive where Madame Von Bartlesby had 

first appeared. Tiny Tina then ECHOs you an update: now you need to get 
Princess Fluttybutt, acquire three Buzzard parts, and find some crumpets— 
can't have a tea party without them! 
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PREPARATIONS UNDERWAY 


The first step in 
completing the rest of 
Tiny Tina's requests 
iS to take out three 
Buzzards. You can 
co this without 
entering into Buzzard 
Academy, particularly 
if you're willing to go 
without the bonus 
objective of collecting @xcrands are easlest fo damage when they're flyin 
the crumpets git twa fis is alse the 
Descend the path off (oF e 
of Skittering Mound 
and open fire-on any 
Buzzards you $ee 
Watch where the 
wreckage lands, a5 
the Buzzard Parts 
you need are located 
n thal area. Try to 
lure the Buzzards 
around to the 
southeast comer of ve eat 
Skittering Mound $0 snwioys)y qemting your escort ! 
that their wreckage 
falls in the vicinity of Princes 
cabin near Varkid Ranch 








S Fluffybutt, who just 50 happens to be at the 


The crumpets, an entirely optional bonus objective, are located in the hean 
of Buzzard Academy ona middle level of the facility. Buzzard Acadamy is 
crawling with Psychos, Marauders, and Nomads, but it's the Buzzards’ 
aerial assault that makes entering this area tough. Consider entering the 
Buzzard Academy from the west (just be careful on the train tracks), and 
sprint your way On. an angle to th a left and quickly climb the stairs to the 
j iy Crumoets. This is 
a a batt that may 
be worth running 
from, as the cost 
io respawn if you 
| die is likely going 
to be a lot greater 
than the bonus Tiny 
Tina is going to pay 
you for bringing the 
crumpets 
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TundraExpress Tundra Express 


The guest of honor, Flesh-Stick, resides across the bridge in Meltwater The tea is simon 
Crossing, not far from Tiny Tina's Workshop. He's the leader of the bandit served, but Tina is 
camp that resides there, and they're not going to ba too kean on you trying § © expacting a number 





to abscond with their leader, Nevertheless, brute force isn't much of an of unwanted party 
option, aS he has to be alive in order to attand the tea party. If you kill crashers. Its up to 
Flesh-Stick, the mission is considered a failure, and you ll havetoretumto you to keep them 
Tiny Tina and accept the mission again from reaching the 
generator near the 
One way to ensure that you don't accidentally kill Resh-Stick ls to equip table. Take a minute 
your weakest gun, preferably a pistol with a below average rate of fire to use the Ammo 
mae Rae Te feo Hon? walt for them to oat toe fi insite the cave hafore you 
Cross the bridge to Meltwater Crossing, and use your other equipped Dump vending paid apa ’ 
weapons to take out any Marauders thal pose an immediate threat as machine to top off wee 
you cross the camp to the back left-hand comer. Watch for Flesh-Stick your ammo Supplies and to equip the best close to medium-range Fire 
to emerge from the house there. He's a variant of Psycho armed with a weapons you have. Make sure one of them is a rocket launcher! 
hatchet and an elaborate display of body paint. Now that you have his 
attention, you must lure him into Tiny Tina's Workshop, where she fas a Once ready, turn on the generator, then smack Flesh-Stick with a stiff 
trap waiting melee attack. This kicks the party into motion! Tiny Tina has rigged an 


excruciatingly slow and torturous death for Flash-Stick as payback for 
Flesh-Stick can run pretty fast, but provided you don't bump into too many Selling her family to Hyperion, The elaborate party requires your assistance 
things, you can keep away from him reasonably well by backing away. Fire in defanding the generator from three waves of attackers. Flesh-Stick’s 
your weak pistol at the ground near him—but don't shoot him—to keep bandit frends soon funnel their way into Tiny Tina's Workshop in hopes of 
his attention. So long as you dont get too far ahead of him or go too jong destroying the generator. Its up to you fo Keep the generator running 
without shooting in his proximity, Flesh-Stick follows you right into the trap 
The enemies range from mere Psychos—tast but weak—to Badass 
Goliaths and Nomad Torturers, The enemies sorint toward the cave from 
all directions —meet 
these interlopers 
at the mouth of the 
Cave, and open fire on 
them as they enter. 
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You won't need to worry too much about ammunition supplies, as the 
dozens of enemies are going to drop a wealth of it, Thera is a slight lull in 
the action between waves, but you'd be cutting it close if you were to try to 
buy ammo in between waves. Conserve your rocket launcher ammo for the 
Badass Goliaths, as they'll likely leap right aver you in attempt to get to the 
generator that much faster—the generator is their top priority, and they're 


unlikely to attack other bandits. Use the rocket launcher against them either 


before they start to rage or after they make the leap for the generator. 
Though the enemies will be charging your position, the vast majority run 
right past you toward the generator. 


fs 
‘thal 


santiia’ = 


mili | 





mrs dsanl pdb ih 3H) oa 
‘it thet rocmel launcher 2 
ands wilt ten Basass ¢ 


Use nine! he Gollatte—iie (ima! wate eonrhaiirbes 
ofa dite fy Saray Tey 


Damage 
| Abouracy 
| Fira Rate 
Reloas Sopdet 
Magaiine Gini 
Corrosive Ome ex 
Ghaine Bh Genre 
lorsases whapon stability 


Haghiy affective vs arn 


‘Acton! slats ana onodifers ary vary. 





You. Will. Die. (Seriously} 








MISSION BRIEFING | 


i it) nt 
—" i 


f 
itt wees Thi tee 
i 


i tin} ‘ao ul is DI i 


ning satan 
ei 





hans Bad siesrisria tye rl sy ata 
CAM AIA) NANA RL 


FOUR PLAYERS NEED APPLY 


Before you venture to Terramorphous Peak, know that the beast 
they coll Terromarphous is not intended to be fought alone, and 

it's highly unlikely that o team of two wall succeed, either, Hoke no 
mistoke about it: Terromorphous hos been designed to be fought by 
four level-50 players. Attempting this bottle with anything less wall 
be, ot best, extremely challenging, 





Terramorphous Peak 


Gather your friends, make suré someone has 4 Eridium, and head to 
Thousand Cuts, Descend the stairs on the side of the cliff in Slab Town 

fo enter a special cave with a purple glow. One participant in this mission 
must place 4 Er iu im on the altar in order to gain access to Terramorphous 
Peak. Once in the new area, blow the hor on the edge of the cliff to initiate 
the battle 
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Success against Terramorphous can only be achieved through cooperation, 
Coordinated Skill Selections, and Maintaining adequate distance irom one 
another. You and your teammates must spread out to avoid being group- 
killed. It’s all but essential for the party to have at leas! one Maya with 

Res for remote revivification, but everyone must be ready lo revive their 
teammates at a moment's notice. It's also important to load up on Health 
regen skills, and class mods and Relics thal grant health regen to the 
entire team. As with most ordinary thrashers, Terramorphous has eye-like 
pustules on its head and tentacles that are extremely yulnerabie to attack 
Aim for these to inflict critical damage! 


Terramorphous itself attacks with its body—tashing out at player 
characters from afar and pounding with its main-body tentacles up close 

Hf Terramorphous burrows underground and erupts upward undemeath a 
player, they'll be thrown upward high into the sky without taking damage, 
though this can lead to indirect death if the player ts flung off the. mesa 
where the fight takes place! Its tantacle lashes are also forceful enough 

to slap players clean off the battlefield, so while it's prudent to keep your 
distance from Terramorphous, you don't really want to be skirting the 
edges of the stage that aren't backed by a wall when you can help it Note 
that while getting punted by Terramorphous is certainly a humiliating 
inconvenience, damage or no damage, that's the only way to reach the Cult 
of the Vault Hunter symbol located just next to the trap door that drops you 
to Terramorphous’ mesa to begin with! 


A} lpr reg She ere 


Vie OT oY Sunraoe acs: fits Geet fo ani nor nis 


Apart from its main body tentacles, Terramorphous also continually 
unleashes lesser tentacles from under the surface. Generally only two or 
three are summoned, but occasionally, Terramorphous goes into a tentacle 
mania and attacks with a half-dozen or more tentacles at once! Of course, 
this is all while Terramorphous itself continues to attack 


Terramorphous’ tentacles come in five varieties: Spike Tentacles shoot 
needle-like propactiles at players, just like many threshers and stalkers 
do. Kock Tentacles hurl enormous heavy boulders—these cannot be shot 
out of the air, so get out of the way! Beam Tentacles emit lasers directly 
at players. Masher lentacles are as elegant as they sound, and they 

seek to smash squishy people nearby. Finally, Fire Tentactes operate like 
supercharged HOT Loaders, spewing fireballs. Dealing with tentacles can 
work both for you and against you—on the one hand, killing tentacles 
lessens the sources of damage against you and your co-op friends, but 
on the other, killing tentacles doesn't actually damage Terramorphous 
itself and robs your friendly party of potential sources of Second Wind 
Coordinate with your teammates to determine who will take out the 
tentacles a5 a primary responsibility and when 
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Occasionally, when enraged, Terramorphous emerges with its entire body 
bathed in fire, surrounded by flaming Fire Tentacles. During the fire rage 
of Terramorphous, the creature takes drastically reduced damage from 
all Sources, and it goes nuts attempting to nail the players head-on with 
tentacle slaps and ground pounds. While Terramorphous is soaked in 
fire, it takes way less damage and dishes out way more. Fire-resistant or 
Fire-immune shields are recommended, if not outright necessary, When 
Terramorphous is shrouded in flame, the pnority of you and your team 
Should be simply to outlast the great thresher, not to continue fighting 

it head-on, Wart for nis rage to subside and the flames to drop before 
continuing damage in earnest 


Upon death, in the extremely untikely event that some foolhardy Vault 
Hunters manage to actually take down Terramorphous, the king of 
threshers drops a whole slew of items, which potentially includes several 
orange rarity-grade itams that only Terramorphous can drop. Killing 
Terramorphous also allows you to exit Terramorphous Peak through a 
chamber with multiple treasure chests, giving you extra shots at epic loot 
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ni! The call of the Panderan wild will lead you into very dangerous places, and you 

pai ig i ue gh packing, (Or maybe unless you're a Siren.) And the promise of 

ewer more ridiculous firepowte to wield against increasingly nasty nasties is what will keep you 

coming back Leng after you'pe seen to Handsome Jack. Just about the frst ting you do 4 grab a 

gua—picking ome up is your frit minor. You'll go through dozens of wlapons Un your travels, 

looting them off fallen foes, finding them stored in containers and chests, and corning them by 

completing missions. Vending machines sell them, the games of chance at MoKXXus apeoanestiirilit 
Tu prizes, ond they've even been squixreled away by the skags in their piles (er, perhaps that skoggid 
* away by the skegs). If your foe n't om animal, then they're almost certainly strapped, andl so you 
Ml might get ther gua when you destroy them. If they're a Badass tnemy or a bess, your Mot at a rere 
| or unigue firearm 4 muck greater. 


















iin) Guns aren't the onty spoils out there, though. There ate also shields, 
neinci oisbtypin ey Wy grenades, class mods, and relics to collect and equip. All these types of 


peur por 
Wl hi equipment are covered thoroughly in this chapter 
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=| Ammunition, Pandora's Most Valuable Renewable Resource 
Nothing's more important than reserves; reserve health, reserve shield resnqva space, reserve ammo. Haalth and shield | 
art determined by your level, pear, and skilts. bul your reserves of space and ammo depend strictly on how much 
Endium you ve tunneled into the questionable shop running out of the glowing purple door under the HOSTEL sign 
Youll know the one when you get thare, Eridium you collect in your adventures is mainly intended to be spent here 
permananily increasing one of the reserve totais for the current character. Each continyed increase in one category 
requires mare Eridium than the preceding upgrade 





—_ Initially, iS hard to argue agaist Backpack and Sate space. You'll really come to appreckiie the éxtra Mern-tohing capacity during Jong missions or loot runs, and extra Sate 
space will help you Slow more weapons that are rare or have some sentimental valee Selling guns you don’! want, or that you no longer need, is your primary source af 
incom. You won| go for want of items to apprasse, either. So jack up your space reserves and don’ look hack 


Alter that, it's just down to boosting the ammo capacities of the weapons you favor. or al least the weapons you find yoursell running dry on frequently 
SOU Progression 
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THE INVISIBLE, GUN-TOTING HAND OF THE MARKET 


545 Munitions has gone, and Atlas was chased away. Eight diflarant gun manufacturers currently vie for the disposable income of mercenaries, raiders, and 

even upstanding Vault Hunters like yoursell, Each makes four or five of the six gun types, and has several distinct tim lines for each type, with-all sorts of 

t] different components affecting characteristics and appearance Mo from the thousands upon thousands oF combinations within just the components of the 
manufacturers and their various areas of focus, there are also dozens of wholly unique pieces—rare weapons often obtained only in particular places—which 
offer something no other oun has, You ll Know if you re coke at a unique piece by the red descriptive taxt on the gun's stat card 


Each manutacturer has at least one characteristic featured on all its a uns and on few or no guns from other brands—their main advertising feature, the focus 
of all their RAD. This can be summed up ina ‘ices or sentence, but full explanation goes further, as differant types of guns within the manufacturer's stable 
may feature unique interpretations of their core ethic. A rich m ea cortedtis ve breakdown of each company’s inventory i$ provided later in this section. 


The Thrifty Vault Hunter's Who's-Who Quick Reference of Pandoran Manufacturers 
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 GUNDER 
CONSTRUCTION 


The mest important Gitta determining your CANAGE ARIST ENEES iS your Cument bevel relalive to 
heirs, Think of foes al the game level as you a5 bene an even match——-rou'll do full damage to them 
EheryH he Till damage bo yo, 1] Be a fun thght, Wf you're ome level ated of the ameny, vou'll do extra 





Several factors influence the guns you'll find. The Harage to thar wie taking shgrithy less. the figtet will toe a With easier teat Stil chralieraping. and the XP 
first iS the base level of the area you re in, which ts reward vill be diminished to shoe the lessened challenge, If you're {wo levels ahead of the enemy, even 
set for that playthrough the first time you enter a moreso. Thine levels ahead of mont, and you ll be drastically stronger than the target, and they worl 
region, If you first set foot in a region at level 16, from be al Threat uinkess Thayne in rge groins and overwhebin you, The sare tings are trie: i Ube otter 
i than on anylime you return there you ll find enemies dwechor, |! the eneny's one level ahead, the fight will be a Witle harder, but the KP will also be sereiler 
missions, and loot rougnty balanced with that in iid poteniustty the bot, too. Two wewis of more ahead though, pnd the enamy might be prolvitutively 
mind, along the level 14-18 range, centered around IDligh, Gepeoely in groups... Faghi agains! groups of bogeys all 2+ lnvels ahead require great builds 
| level 16. That becomes less useful if you're gathering Using tring weapons and skill (reas honed tot specific, efficient purpose, If skulls show wp next to ther 
alot at XP in more recently discoverad areas and are harness inslead of a baw on’ athe therther et thee Pett cout ent item cir prteyy fkawelesshy, Bical: Bees aie 


now, Say, level 25. Now, looking for loot in the older wity tbo strang for you to mass arenend with 
dfea becomes less appealing because it's very unlikely 
fo compete wilh aven COMMON drops at your new 
level, (ust because of the delta in experience. Much ol 
the game's content is balanced this way, comparing 
aspects relative to one another rather than in absolute 
terms. Apart from the bevel around which the gear is 
Wy based, the gear's rarity grade and the parts it's built 


The Weapon damage rieting of the qun in fase plays the creat bangs part. Elereitil elie of querks ol 
the marilactore ora particule) male will infuance thes teyvend the number using a fire-tasee weapon 
garnet estry lanpetn imeanrs thal dames is heosied (ah a cdamage over im effect loo), while iseey 
that sar: fire weppon on a siiebied or anmered lanpet wall onive bess etlective than advertised, Weapons 
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Post-Scarcity Pandora: On Rarity 


At a glance, the first indicator 
Color will also int 
of a green (uncomm 


of loot quality is the rarity grade, which can be ascertained just by looking at the glow emanating from the weapon. The rarity 
k. Note that there's still a spectrum of quality possible within the same rarity grade, so a superlative example 


4 lOw-spectrum example of an equivalent blue (rare rarity) piece 


2 MARCUS MUNITIONS MONTHLY 


Aun ol the mill. commonly available, cheap, lacking in quality and palish. 


These are all ways to describe weapons and aquipment of a white rarity 
grade. They do nol come equipped with sights or accessories, and no weapon 
excep! Maliwan will teatgre elemental ettects, You'll find white rarity iiams 
all over the place, even in skag piles 


Common 


Now things get a lillie more interesting, Green items are uncommon, made 
with finer parts. Getter actual gun components can he found on green rarity 


| weapons varios Ihels white rarity commberparis. to you ll see better barrels 


and magazines on many ol the guns. Green rarity weapons CAN come 


| equipped with a tight bo improve optics, various accessories to enhance 


aspects of performance (and influence the title of the gun), and evan added 


| glemental effects to grant a more pointed purpose io the weapon. However, 


thal doesn’! mean green weapons WILL have those pieces added; i jast 
siarts to become possible af this rarity level, 


Uncommon 


wat | aia Hh 


BLUE H | aa 


Now we're getting somewhert. You'll always, always want bo go out of your 
way to imtpect items of 2 bluve rarity or beter, Al the very least, even if you 
don't want to use them, they're likely to be worth selling or trading to a 
Iriend, With the tine rarity grade, component quality takes another leap, ant 
blue rarily weapons may be equipped with a aigh!, an accessory, and even an 
Homental power much like green rarity weapons. Again, (hey might nol have 
any of those ihings—but they CAN, and the added parts arg more likely thon 
with green rarity weepons 


Some blog rarity items are mission rewards, or unique drops of of certain 


| enemies, Starting with blue rarity items, look oo! for rod deperiptive lent on 


the itern cand. These weapons are unique in al! of Pandora and will mot thow 
up among the normal multitudes of procedurally generated munitions. fon’ 
write these items off without a decent trial run: they're sporting all ports of 
abilities not documented expressly in the meno, running the gamut tram 
awesome (0 absurd. The drop rate for enemies whe carry unique blve jor 
purple} rarity (tems is 1-in-3 
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PURPLE 


Now we're cooking with gas, Bghie Pacoie drone la rare indeed. 
One might even gay they're very rare. The highest quality pieces ina 
manufacturer's wheelhouse go inte cratling these line killing machines, 
Weapons of a purple rarity WILL be outfitted with a scope and aise with mn 


| actassary thal greally boosts an aspect ol performance, while probably altering 


the name of the gun. There's also a good chance the purple weapon will come 


| equipped with an added wlemental wtlwet. though it's not guaranteed. 


That ts, mess you've stumbled upon an experimental version ol a very rare 
weapon, enabled by its manulactorer (0 run Eridian toch... these purple 
variants are similar to very rare weapons from the same manufacturer, 
except thal they ALWAYS produce an elemental effect. Furthormore, the 
Weapons Chemaaives come equipped wilh enormous magazines ihanks io 
energy-based projectiles instead of lead-based, and finally, you might have 
Noticed the strange alien barrel? Those things aro sort of a giveawny, 


So it it's purple, i's worth checking aut. This is dowbly trae if it's a unique 


purple rarity weapon sporting red daseriptive tant, or if it's an allen-derived 
version ol thal weapon, 


Very rare 


Alay weapons ore lean aatmeted ba 
OF grein cps... joo meer Are wee! 
0 re gn pel! 


A WRANGLER 


Wow we're just simply on fire! Orange grade weapons and equipment are 
spoken of in mythic terms, with so few Vaull Hunters having actually survived 
long enough on Pandora (to even glimpse an orange drop on the battlefield 
belore them, 


Not only are the highes! quality components ised in tha construction of 
orange grade items, but one-cl-a-kind parts are used, granting unique 
behavior io legendary weapons, These uniqoe properties can be obvious, like 
a sniper cifhe that (ims a distant and tight shotgun pelle! spread, or subtle, 
like the gues that spew shots in an interesting spread, which might leave a 
particular pattern blasted as pockmarks info a wall, 


Legendary 
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Purp grade weapons are already very rare, and rarer still are the purple grade weapons outfitted with E-Tech enabled barrels, These guns project energy bolts rather than 
reguiar-old caveman-like kinefc ammunition, Depending on the gun type and the manufactures, E-Tech barrels perform differently even if they result in guns from difierent 
brands ending up with tha same nama, If you're lucky enough fo happen upon ines weapons, don't part with them without some serious testing. Mis not-yet known how the 


Pandit-made brand acquimd the technology to spell “Plasma Caster” correctly on their diien SMG. 


BIAS Ser 


Sevker / Dart Soiker / Dart Eniker / Dart 
PRAIA AMC 


Splatquin 
Plage Cashes Puma Castes 
- Hybridtierion 


Orange quality tems have an improbably low chance of dropping off of peon 
enemies, or of being found in random loot chests, There's also a very snl 
chonce that a legendary item will be for sale each time the vending sane: 
reset their inventories each 20 minutes. That sod. you could run severcl 
playthroughs of Borderlands Pe a ronan ae 
rarity drop this way. Youre much more likely to get legendary items : o 
certain foes who have a much-increased chance—1 -in-20 instead © -ift- 
thousands—to drop a particular legendary item. Since enevies (ond even 
bosses) reset each time you leave an area and re-enter, Jou con tanget 
adversaries to hunt down legendary items you really want. And youll really 
Te rod, in oll honesty. 


Pama Gastet 
Partha 


Pye 
it 


Biacisr 
Sauker / Dart Epiker / Dart 
Launcher Topreda 
Splaigun 
Pima Geshe 








The Gunsmiths Toolkit: On Components 


A gun's performance is determined by its pieces, and each gun has the same general breakdown of part types. ‘You don't have any control over the build ofa 
particular gun—not over the brand and quality of the barrel, nor the type and severity of the added elemental effect, nor any aftermarket accessories and their 
supplemental effects. But knowing how the guns come together can help you appraise guns at a glance and also get more information and pleasure out of viewing 
ihe guns as they perform and on the Inspect portion of the Inventory menu 


Note that, when looking at weapons, what you see is what you get—no matter where the gun is. Whether on the ground waiting to be picked up, in your 
hands, in.an enemy's hands, on the Inspect screen—if you see a shotgun with a quad barrel and a drum magazine, then it's simply a shotgun with four barrels 
and a big-ass magazine, the better to rapidly fire four shells with, if you see a scope on the shotgun, then it’s going to have a scope; a bayonet, then a melee 
damage bonus. What you see is what you gel 


Each gun manufacturer makes several gun types, and each gun type 
possesses several levels of quality and differant pools of components. Some 
manufacturers share certain Components, and any given gun might come 
equipped with, say, the grip of a different company. The shared components, 
such as some multi-barrels for assault rifles, operate differently for different 
manufacturers. A Dahl assault rifle isn’t going to perform like a Bandit assault | BU eettati4 
rifla, for example, even if they share components in some places. -J, KYLE PITTMAN, 
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Body: The base of the gun, this plece determines the main manutacturer of the gun and consequently its most fundamental characteristics, |! sels (he stage for the 
overall level of quality and finish the gun will have. 


Grip: As you might imagine, this is where the operator handles the firearm. 


Barrel, This is the part that the projectile travels through, Determines much of overall performance—long-barreled for accuracy? Mulli-harreted for extra 
projectiles? An wllra-tare, experimental alien barrel, derived from ancient Eridian tech? 


Sight: While rarity weapons won'l have sights besides the iron sights innate lo the gun's body and barrel. Rarer weapons can have special optics atlached to provide 
targeting assistance while rooming. Exceedingly tare weapons will always have sights, unless they don'l have them by design. 


Stock: Mal present on every weapon, a stock helps with stability and recoil. 


Elemental Capacitor: Maliwan is the manulacturer with elemental tech on lockdown, and when you see elemental power in non-Maliwan guns, it's because of 
Maliwan components inside them. These parts provide the drive fo imboe the weapon's bullats with Fire, Shock, Corrosion, of Slag. This is the same slot into which 
Torque’s gyrojel rockel technology can be fitted, as well. producing an explosive, ralter than elemental, lirearm. A weapon thal lacks this component allogether 
simply fires normal bullets, 


Accessories: The possibility of optional supplements or aftermarkel accessories showing op on uncommon weapons adds a lol to (he variability of Pandora's 
unspeakably vast arsenal. Accessories inclade foregrips for stability, bayonets to enhance melee damage, and other attachments that can alter various things. 
Orange and purple rarity weapons are guaranteed lo have an accessory attached, and other non-white rarity weapons might. 


Materia) Quality: The material grade is the overall finish and quality of the aggregate. A gun identical to another in every way except in being made of better 
material results in, surprise, a betler-performing, better-looking gun with better slats. This value is naturally higher with weapons of increasing rarity. 































ELEMENTAL EFFEGTS 


Guns from each manufacturer except Jakobs (those Luddites!) can also 
come equipped to deal elemental damage. Maliwan does one better, making 
every single one of its guns output elemental rounds. Fire rounds scorch and 
burn, making them ideal against unarmored, fleshy targets. Corrosive rounds 
gat away at hard, fire-resistant surfaces, making them effective against robots 
and armor. And Electric rounds quickly overpower personal shield modules, 
disengaging shield protection and allowing free access to the sensitive, 
squishy areas of the would-be shield user 


On weapons of white, commonplace rarity, you'll never see an elemental 
property unless the weapon is from Maliwan. On items of green or better 
rarity, you'll start seeing elemental effects once youre above a minimum 
level. If you happen to get incredibly lucky and receive a unique elemental 
drop before the minimum level for that effect to show up on drops, you ll 
Still pet it. 


Minimum character level for elements on non-Maliwan, 
non-Jokobs weapons to show up* 
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Elemental weapons come equipped with a chance to inflict the target with a 
horrific temporary effect. Just ike with impact damage, if a creature is vulnerable 
toa particular type ol damage (like flesh creatures to fire), then they'll be more 
vulnerable to the possible damage-over-time effect. It vill also be more likely to 
go off in the first place, and they'll resist less of the potential damage once their 
life is ticking away. Precious few enemies (thankfully) are entirely immune to 
damage-over-time effects, but watch especially for Constructor Bots, which you 
will learn to fear for that reason, among many others 
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WEAPONS) 





Ta se ahh Clee ee ee 

OU Ittg HcCcessorize 
An aocessory (i! fl eS COME BQUIDPEed ON a WEAPON) will Enhance somethin 
abou! pertonmance, usually wile altering ihe name ofthe weapon, The name 
Ghange will be a pinion file that ghras a Glueas to ihe nature of tie accessory, You 


Ci Change evita aspects of qui perioriiane wilh attessores 


Stability: Stability attects the sway of the weapon. Foregrip attachments help 
heap sway under cantral. 


Ntiee Damage: A bayonel greally increases melee damage when the weapon 
is equipped and in hand 


Bullet Qamage: The damage of (he bullets themselves may be increased 
directly, which is tough to argue with as a bonus. 


Wild Bullets: A Bandil accessory il ever there was one, bullets may be designed 
to have wide, unpredictable spread. you wonder how a wild, inaccurate gua 
could aver be osetul, thal just means you haven! yet fought rakk swarms of 
Rabid Stalkers 


Bullet Speod: Hotter ammunition leads to a faster projectile, making the 
weapon easier to alm across longer ranges 


Magazine Size: it's hard to say no to more rounds than usual in a magazine, 
and you jast might get il. 


Accuraey. The liitelihood that the barrel will put the projectile night where you're 
pointing can be improved with attachments like laser sights that improve accuracy. 


Note that oll of these elemental effects can happen to YOU, too. 
Your screen will be partially obscured by the effect seeping into 
view, For elemental effects, youll toke shield damoge over time until 
the shield is depleted, at which point your health gets chipped away 
until the effect expires, If the effect happens to be Shock-related. 
then your shield won't hald up for very long. if at ofl, Youll learn to 
hate surveyors for thes reason. For Slog, you'll toke double damage 
from everything os long as Slag is octive. None of these things is 
oppeaiing, so dodge elemental ottocks, use Anshin odoptive shields 
of items with immunity to particular domage types, or use skills 
possessed by certain choracters that diminish the duration of these 
debilitating effects. 


A BALANGED ATTAGK 


Eventually, you're probably going ta want te corry ot leost one 
reboble weapon per element. This helps you cover ony elemental 
strength or weakness. Insect-like creatures. fleshy foes, and people 
dre common enough odversaries to clwoys be giod you're spitting 
hat fire. While theyre not commonplace for the first third of the 
game, robotic loaders and other ormored targets eventually become 
50 ubiquitous that you'll borely want to equip anything but Corrosive 
in places. The only nut taugher to crack than o Bodoss enemy is 

o Bodoss enemy with o shield, so having Shock damage on hond is 
olwoys oppealing. And Slog makes o lovely poir with anything else, 
drastically increasing the damage of non-Slog damage sources, 

Slag is alsa proctically o requirement during True Vault Hunter Mode, 
where enemies hove much lorger health pools, and the weoknesses 
ond resistances to various damoge tupes ore amplified. 
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Fire gy Shock 


rire rounds may light the target on fire, causing them to burn and continue shock weapons chew through shields extramely fast, meaningfully quicker : 
taking damage. Naturally, most living things have a deep distaste of being than other weapons. They may also electrocute the target for a few moments, 
on Tire, so this may also change their behavior. At the very least, you'll hear dealing damage over time and potentially interrupting their actions, what with 
more screaming, Armored targets are Fire resistant. They'll take less impact the electrocution they're undergoing and all. Besides the obvious usefulness 
damage from Fire rounds, they're jess of knocking out enemy shields so you 
likely to catch on fire, and they'll take can damage them more efficiently. 
e558 damage trom the tire when they when they're unprotected, some 

do. Fire, like Corrosive, is also pretty enemies who are capable of cloaking 
bad at whittling down sophisticated depend on an active shield to draw 


shield technology - , 5 ba « 7 ; : 
a Corrosive Slag | 


Corrosive weapons sizzle through even the best synthetic material making Since that last Vault opened, this purple goop is just everywhere, isn’t it? 
short work of loaders and armor plating. Caustic rounds have a chance to E 

leave thelr goop on the target, corroding further over several seconds, The can potentially power a lot of wonderful things, it can also ruin entire regions 

doubling up of Corrosive impacts with ongoing Corrosion can help you and unnaturally afflict people and wildlite. Some monsters have lived long | 
melt through loaders as though they enough exposed to Eridium to have 
don't represent billions of dollars transformed into Slagged mutations 
Oo} research in robotics and artificial of themselves, almost new creatures 
intelligence. Corrosive rounds déal entirely. Normal Pandoran creatures 
CIMINIShed damage to shielded 


energy from. No shield? No cloak 





ndium approaches abundance now on Pandora, and although this resource 
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lo Slag are only slightly better 





Exposed 
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Explosive rounds also come equipped on some guns, and they are obviously the norm on rocket launchers. (Every Torque weapon uses Explosive rounds 


= wind 


although their gyrojet rocket projectibes work a littl differently.) Explosive damage differs from regular, non-elemental kinetic ammunition in its blast radius 

as well as on the sheer force transferred. Explosive rounds explode on impact, u SUTPNSINGrY, damaging anything i 

they fut and also anything in the impact blast radius. The actual damage dealt with an on-target Explosive hit is 
lightly higher than what you d expect based strictly on the damage value on an Explosive weapon's stat card 


5 
The raw explosive oomph is something the card doesn't completely account for 
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GUN TYPES 


Because of the differences between the same kind of gun between different manufacturers—a Jakobs shotgun and a Bandit-made shotgun don't have similar 
performance apart from the fact that they're both shotguns, for example—you should always give a gun a chance if it’s from a manufacturer you haven't tried, 
or if it's a combination of gun type and manufacturer you haven't seen yet. Any rare weapon you grab is worth trying out, as well—the rarer a weapon, the 
more likely it’s accessorized and built using better materials, which can enhance aspects of performance in ways that aren't immediately apparent on the stat 
card. Rarer components also increase the likelihood of the gun having unusual performance, like ricocheting or Explosive bullets. This might not be expressed 
on the stat card, so if you look for weapons based solely on qualities like their value and their damage rating and ignore the qualities of how they actually 
handle, you'll miss out on some very cool stuff. Use the model viewer-like Inspect function on the Inventory screen or in vanding machine menus to get.a 
closer look at the gun's actual accessories, optics, magazine, and barrel while evaluating it, and try before you trash! 


So the manufacturer, level range, rarity, and parts of a gun make It what it is in terms of aesthetics and performance. But what types of guns are there, you 
ask? You don't have to ask; the list is right here. Also, this book cannot hear you. Don't actually ask it. Anyway, weapon types: 


+3 
Assault Rifle 
The workhorse of commandos from dozens of star systems, the assault rifle is a reliable gun type offering solid te wert ha 
damage and all-around utility, Assauit rifles tend to be best af mid to long range, where their combination of i 

optics, accuracy, and fire rate makes the most sense. Assault rifles are built for solid damage over sustained 
time and distance, and they don't get the outsize critical bonuses of weapons like sniper rifles and revolvers. 
(Criticals are, of course, still much better than non-criticals. Just not quite as beefy as with some other weapons, that's all.) 





Unique and Legendary Assault Rifles 
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Pistol 

Pistols are one-handed weapons, typically using smaller-caliber ammunition than larger guns. But there's still plenty of 
variety among pistols. Sure, there are humdrum examples like the Dahi Crappy Repeater you start your adventure out 
with, but don't worry, it gets better. Just as there are basic semi-auto pistols, there are also fully automatic repeaters, 
element-slinging variants, and semi-auto revolvers that hit like dumptrucks. Since pistols fire, generally speaking, more 
slowly than SMGs, they tend to have harder-hitting individual projectiles, although the low-powered ammunition doesn't enhance criticals... “except on Jakobs 
revolvers. Pistols are the entry-level-gun for Pandorans, few and far between, who aren't yel veterans of gun ownership. The gateway gun. So, since they have 
the largest buying demographic, every manufacturer has a line of pistols—not true of any other firearm. 


Unique and Legendary Pistols 
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Rocket Launcher 


Rocket launchers predictably fire rockets, which explode with spectacular results. You won't find weapons that 
fire slower of take longer to reload, but you wan't get as much bang for your buck elsewhere, either. It's not at 
all unusual to find a rocket that inflicts 10 times per hit what your closest damage sniper rifle can do. Naturally, 
some tradeotts come with this power. The most obvious ts that you can't ever carry a huge number of rockets | 
In FeServe—no greater than 27 total, even with a maximized rocket SOU. Launchers have clumsier handling characteristics compared to other weapons. And the 

rockets themselves travel much more slowly than bullets do, which alters how you must aim. Still, rockets can be an invaluable tool, whether you save them fora 
rainy day against a boss or Badass or use them for extra punch against soft peons to easily score a Second Wind when you're knocked down. 
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| MALIWAN VLADOF Dukino’s Mom (mission: “Demon Hunter") 


Unique and oe mica 
Shotgun Gy 
The ideal weapon for close u ITT Te a= 
encounters, shotguns “> 
discharge shells filled with | 





pellets, each of which 
is essentially a bullet. Rounds don't lose power with travel over distances, 
$0 firing a shotgun at something far away may still net you some damage 
if some of the pellets hit, though most of them generally miss. At close to 
mid range when you can coax all the pellets into striking the same targat, a 
good shotgun can surpass just about anything for raw ferocity, As a bit of 
a tradeoff, Critical Hits from a shotgun are weak relative to other weapons | 
because individual pellets scoring criticals isn’t as forceful as full-on rounds JAKONS Wa Lincie Teddy 


doing the same thing Bagman (mission: “Clan Wars: Encl of the 
Raintca”) 


Mission. “Out ot Body Experience” 









JARORS 
Shotguns can be terrific weapons in a pinch, especially against groups of =a i 
fast, pesky enemies or against foes higher in ve ie = resisting damage, — wads) 
because of front loading. Front loading just means that you're delivering all of Prete i) i Mecsion: “Family Feud: Dueling Banjos and 
the damage immediately when you pull the trigger. Put another way, you have i a . nae 
to aim correctly only once, and you get the benefit of a dozen or so shots HYPERION rched First target of mission: “The Taloe of God" 
simultaneously, On the other hand, with non-shotgun weapons, you'd have to — 
land those same dozen shots spread out either across a dozen trigger pulls, JAKOnS Striker CLASSIFIED 


or over an automatic burst where it's incumbent upon you to successively 
hit with each and every shot. Well, maybe you don't have time to stand there 
putting every shot on tarnget—maybe you don't even have time to do that 
expertly while circle strafing. Parhaps the enemy's too fast, too accurate. In 
these Cases, you can pop out from behind cover just long enough to fire off 
a dead-center hip-fired shotgun blast, then duck back or simply sprint away, 
turning just long enough to fire one blast before continuing to flee. Lather, 
rinse, repeat, and you create lemonade out of awfully lemony situations. 
When you finally upgrade a Goliath into a God-Liath, you won't wanna 

back off just because there's now a flashing skull next to his name.and he's 
breathing right down your neck even as you sprint, will you? 


A (aelreyiTa Deliverance = Tenby, Wikdlile Expiovtahon Preserve 


Flakker Second target of mission: “The Tahon of God 
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Sniper Rif! 
Sniper riflas are precision tools 
designed to lat you bury a 
high-caliber bullet into the skag 
skull from 100 yards away. Their 


propel bullets 
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fast, high-damage projectiles score especially nasty Critical Hits, placing a 
premium on shots against touchy spots. Since sniper rifles are intended for 
distance work, they'll almost always come with a sight attached. Sniper rifles 





with extreme force, which means sniper rifles get more of a 


bonus from Critical Hits than other weapon types. Zero Ihe assassin has an 


entire Skill tree devoted to becoming a sniping specialist, if distance 


work is 


your true calling, But any character Can get great mileage out of the power 


and range offered by these guns. 


itil and Legendary Sniper Rifles 
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Submachine quis are the haltway 
house Detween pistols and assault 
rifles. They typically feature high fire eI] i 
rates and moderate magazines and 
damage. making them ideal for close to mid range bullet spraying. They'll 
often come equipped with elemental capabilities, which dovetails well with 
OMG fire rates—even if the chance to light the target aflame or corrode them 
is only -10%, that’s still more of bess assured alter only about a third of a 
magazine of on-target shots from a typical SMG 
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Stanton Dahl alv yays Said there were three types of people in this universe: people who need to be killed, the people doing 


the killing, and the peaple who pay them. He founded the Dahl Corporation for the second group. Paramilitary organizations 





all across the six galaxies trust Dahl—and if you value stability, so should you. When you're on the job, recail is the last 





pu and @ clean kill, For that reason, Dah! assault rifles, pistols, sniper rifles, and SMGs 


Ching you want coming DEMWEEN ¥ 
have better recoil reduction than any other manutacturers weapons. Not to mention the fact that Dahl weapons are the 
Only QUAS on Pandora with multiple firing moges—iransight any Wahl weapon, and if!) Switch to burst-tire mode. If killing 1s 


your business, you buy Dahl. Period 


ASSAULT RIFLES HR 
Dahl assault rifles put a little more oomph behind their promise of burst fire while zoomed. ot Dan AR cul a Vlado! spinning barrel, and 
you'l be pumping Out bursts of nine shots or more ata peal! Dahi ARS asa tend tobe automatic when hip ire, eile their other weapon classes 
usually aren't. Dahi even makes grenade-launching weapons in the assault rifle class that incorporate Torgue technology, Remember, it's still Dahl, 
so this gives you a grenade launcher that burst fires while zoomed! If you master bouncing grenades at enemies, this can be potent, indeed. 
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Dahl pistols start out underwhelming, like the tirst- repeaters you'll tind. but Stick around, and eventually P 
fou Wind examples inal Tunction almost Ke sniping pistols, ready bo plage 3+ burst rounds into the ) 
meions of evildoers (rom backs away. These can be especially potent when they're anmad with Maliwar 

tech that turns them into elamental sniping pistols... put two or three on-tariat bursts into a destant 


target. and thay re =| ret ouarAnieed to have (he desired alamenta atlect é iting way al them fw ine 
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SMGs 


Dahl SMGs give you the option of an automatic hip fire weapon to spray 
somewhat inaccurately at close to mid range, with the ability to zoom in 
and burst fire for mid to long-range shots. Like any Dahl weapon, burst 
fire mode is ideal for applying elemental effects (it your equipped Dahl 
SMG comes with any), a5 well as for precision targeting. 





$79,635 






Location 


Stay on target. , 
With this masterwork weapon! 
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SNIPER RIFLES 


Dahl's sniper rifles trade a little bit of per-shot damage and overall discharges per magazine for 

the ability fo burst fire snipe while zoomed. You won't have the luxury of picking and choosing > 
one-shot-wonders against the heads of distant bandits—some Dahl sniper rifles burst six shots i 
af a time or more, 50 any illusion of sneakiness is right oul the window—bul against enemies WP ~ 
with static, non-moving weak spots, this can be ideal. Can you draw a bead on the glowing red 

front sensor of a Constructor Bot? Do you have ample cover above your head to block its missile 

salvos, and do you have a Dahl corrosive sniper rifle in hand, ready to burst fire waves of 
Critical Hits night into that jerk’s eye over and over? 

It yes to all, then a winner is you. 
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Hyperion pistols function like other Hyperion weapons—they're hard to control initially, with 
bad weapon Sway and fire recoil, but after a few shots of sustained firing, their stabilizers 
kick in and the weapon will grow unerring in its aim for the remainder of the current 
Magazine... just keep firing. If there's a problem here, it's simply that this philosophy works 
best with bigger magazines, a problem that Hyperion’s SMG line solves handily. 
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Hyperion shotguns boast strong accuracy, meaning you're likely to find 
tighter spreads. With careful aim, these shotguns can be elective at 
longer ranges. They're not too shabby at close range, either, where the 
exaggerated sway of a resting Hyperion gun in hand won't have any real 
effect on your accuracy 
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Hyperion builds their sniper rifles from high-quality, high-precision parts, and the only caveat is that the Hyperion-wielding sniper must be able to control 
the sway for the first few shots until the sniper rifle stabilizes itself, This makes Hyperion sniper rifles well-suited to a sniping approach in which you plan 
to keep sniping rapidly once you've started. They are much less effective, however, if you plan to pop out, snipe, hide, pop oul, snipe, hide, and so on 
You'll need to keep up sustained fire to allow these sniper rifles to show their true, amazing colors 
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tele. DEFINED. 


Hyperion SMGs may be the sweet spot in the Hyperion line, for certain things. Like any 
Hyperion weapon, their SMGs increase in accuracy as you continue to fire them without 
stopping, Of all their weapons, SMGs have the biggest magazines to take {ull advantage 
of this. Although the first half dozen shots of a magazine might fly all over the place, after 
that, you'll have eagle-eyed accuracy for the entire rest of the mag. And it doesn't matter 
if you're moving, circle strafing, or even jumping while you keep a bead on your target. 
With a tully stabilized Hyperion SMG, you can forgo aiming down your sights, which 
keeps you fully mobile. This also makes Hyperion SMGs excellent for Salvador during 
Gunzerking, or for any character during Fight For Your Lite—neither of these situations 
allows you to aim down sights to increase accuracy, but with a good Hyperion SMG, you 
don't need to! 
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The Jakobs corporation has held to certain values through the years. Family, Honor, Always aiming for the head, When you need to kill your enemies with a 


single shot, you buy Jakobs: the corporation's founder, Montgomery Jakobs, always believed in damage above all else. Accuracy? Pah. Recoil reduction? Dont 
make me laugh. Elemental effects? Just a bunch of silly fireworks and nonsense. No, the Jakobs corporation believes that there's nothing better inthe world 
than a big-ass bullet that can tear a man’s head clean off To this end, Jakobs weapons generally have higher damage than any other manufacturer. Sure you 

may have to pull the trigger with every shot, and sure, the recoil may be hellish, but so what? Once you've blown a robot in half with a breech-loaded Jakohs 


shotgun, you'll know exactly whar Montgomery Jakobs was talking about 
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Pistols 


Jakobs, as a company, eschews modem tech and embraces 
technology as it was in the expanding frontier. It still incorporates 
wOOd Into its Gun Components—Jakobs is the only manufacturer 
10 0 $0 On relatively desolate Pandora—and no weapon 
pOSSesses automatic fire. Instead, any Jakobs weapon that isn'ta 
Dolt-action sniper rifle can be fired as quickly as you can squeeze 
the trigger through semi-auto double action. Their standard 
pistols aré a bit like Dahl's without burst fire... competent. but 
nothing that will make you Change your religion. Thair revolver 
ling, on the other hand, provides maybe the best platform for 

their high-impact design ethos, 
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“High level Jakobs sniper rifle. You don’ pet a better slice o° heaven (han that. Guaranteed fo reign death on all the things!” 
r 


— Uriah Belletto, OA Tester 
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Snipers 


Most Jakobs weapons fire as fast as yOu Can operate the davice— 


rapidly Squeézing the doubte-action trigger of a Jakobs AR carbine. he ad oe an 5 en 
Or slap-Tiring by fanning the hammer of a Jakobs revolver, Many 


of their sniper rifles break from this tradition by featur hg bolt 
action chambering, Which 1Omces a small break Detween shots. The Kull Collipeen 
focus of Jakobs sniper rifles is sheer bullet speed and power, And 


hot all Jakobs sniper rifles are Sinciy Dott action... you will find 
SeMaulOMAlic variants, as well, which are just about the best non- 
elemental sniping tools a Vault Hunter could hope for 
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Fem meets function. The Maliwan corporation belleves that. combat is an art. and 





elemental weaponry is the paint. If you need to burn, try, or melt your enemies, Maliwan 
Wil be your weapon du jour, Though their initial damage may not be spectacular, Maliwan 
Helivers tlamage over time like no other manufacturer on Pandora, Not to mention 
incredibly sleek, sophisticated Maliwan aesthetic — when your enemies see a Maliwan 
weapon in your hand. two thoughts will pass through their miricl: firstly, “Geant, that’s a 


sleck-ass gun.” followed by, “Dh god, why am ! on firer”. 


PISTOLS 


A Maliwan pistol is probably the first place you'll see any kind of elemental effect. Their pistols use a lot af ammo to do it, expending 

he more than one round per discharge in order to drive their elemental bullets. With relatively small magazine sizes, these pistols are useful 
to empty into an approaching enemy to ensure they're Flaming, Corroded, Shocked, or Slagged before you swap to another weapon with 
a deeper magazine to finish the job, with the benefit of the Maliwan pistol-induced ailment eating at the foe. You can swap back to the 
Maliwan and reload when they're dead! 





@ Yehot'straightthnough 
the heart. of the head! 





Biihelpernfect{choice for 
the avid gunslinger. 
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iN 
ROCKET LAUNCHERS 
Maliwan rocket launchers always have an elemental effect attached to them. You're “a 
| De sacrificing some of the explosive rocket damage for a shot al bonus elemental a 
damage and an elemental effect. If the anamy is weak to ihe elemental type you're 
packing, it's a nice trade. Mallwan rocket explosions expand in a ring, which helps 
splash the alament around the point of impact 
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“For me if's all about elemental 
famage and noting feels better than 
Maliwan's sweel sexy curves.” 


- Rick Porter, Game Designer 
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Vialiwan SMGs always feature elemental 
traits. Their disc-loading line of elemental 
SMG5 is one of the game's best for 
versallility, a5 this line gives good odds for 
applying effects while dealing solid damage 
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SNIPER RIFLES 


Maliwan sniper rifles trade off some kinetic power for elemental impact. Individual shots won't have the incredible kick of a 
Hyperion or Jakobs critical, but you might make wp for it through bonus burn or corrode damage against the right enemy family. A 
Maliwan sniper rifle outtitted with Slag rounds also makes an excellent tool for softening up sturdy foes from far away—a magazine 
of Maliwan sniper shots into that distant Bullymong (or whoever) does three things; it alerts the monster to your presence, making 
it start to approach; it sottens the monster up a bit; and finally, it Slags the monster, so whatever non-Slag weapon you select to 
finish the job deals double damage 
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Breaking your enemies shouldn't break the bank! That's why Tediore weapons are 
disposable. Of course, Tediore, being the high-profit, low-consumer safety corporation 
they are, didn't have time to fully perfect the technology for their disposable weaponry, 
so all Tediore weapons explode when reloaded. The Tediore corporation, ever optimistic, 
declared this a “feature” rather than a “glaring safety hazard” and saw their stock shoot 
up 50 percent overnight. Tediore weapons are for killers on a budget—the kind of people 
who like to hear their sales pitches from a woman with white teeth, an overenthusiastic 


voice, and an expression on her face that just slightly screams of existential agony. 


Tediore pistols are the most disposable of weapons—instead of having a magazine to replenish, you'll just toss aside a Tediore pistol 
when its expended of ammo. Oh, and then it will blow up. Any unexpended ammo left in the aun adds to that explosion. There 

are two ways to play with Tediore weapons—you can run their “Magazines all the way down and then just plan on aiming — 
YOUr aUlOMalc Weapon 1055, OF YOU Can plan afound the weapon tosses and just discharge a round or three so you can 
reload. The former approach is normal gunplay with an explosive twist every reload: the latter approach is 

essentially taking your pistol AMMO pool and saying, “| will treat this as a pile of ra 
grenades in ammo form.” — 
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mmm, “Tedliory makes you think twice about reloading adding another fevel of strategy Io your arsenal, Plus /t doesn't gel mare satisfying than chocking a 
ry pistol 21 9 bandit’s face.” 
a. a | 





: 
- Gilberto Peres, OA Teste 
: 


Tediore shotguns behave like the average shotgun you axpect—a decent amount of rounds per magazine 
good damage, average spread and accuracy. The difference comes when you reload, and you toss 
forward the bulk of the shotgun as a mine that explodes on impact. With the shotgun’'s extra helt over 
pistols and SMGs, discarded Tediore shotguns will be tossed in a bit less of a forward are, Like other 
Tediore weapons, the damage of the discarded shotgun is equal to the number of rounds left in the 
magazine, plus one for the exploding body of the gun itself, This means that you take a Tediore shotlie 
with good Stats, discharge it once just to get it ready to reload, then reload on purpose to throw it early, 
you're essentially tossing some of your shoigun ammo reserve a5 a mega-grenadde. Keep this in mind if 
you have a Tediore shotgun on hand, as this enables enormous damage for relatively low effort agains! ry 
some enemies who make easy targets, or who aren't good at dodging. 
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Tediore rocket launchers usually operate a bit like cheaper Torque launchers—they fire one hetty rocket at a time Things change come reloading 


time, With other types of Tediore weapons, your character tosses the gun away like a grenade during the reload process. With Tediore launchers. 


your character actually primes the launcher 


sell to fire forward! This basically means that every Tediore launcher reload is itself another rocket 


launch, though i's kind of a clumsy, dumb one 
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| SMGs made by Tediore ane like high-octane versions of their equally 
" disoosable pistols. You know the drill—don'l retoad during bulls in 
| Sea — — ul! combat unless you have an enemy to rena al and instead run your 
a 7 magazines down until they re totally dry. You don't want lo accidentally 


reload prematurely out of habit, throwing your half-empty SMG into an 

explosive canister that detonates and kills you when there's nothing soft 

around to dent for Second Wind. Tediore SMG5, like shotguns, feature 

enough raw damage potential in a fully joaded magazine thal il can be 

WEA P Oo NR ¥ a viable strategy to attack by discharging oné round just to enable a 
reload, then tossing all remaining rounds away. If your aim is true, this 
will output the damage ol the entire magazine al onee in an explosion 
as anew SMG digistructs in your hands. Shoulda gone pro, kid. Walch 
your ammo reserves if you ike using this faux-qrenade Strategy, a5 you 
can run dry quickly reloading nearly full Tediore weapons 
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Torgue guns are about EXPLOSIONS and MACHISMO and ENGINES and EXPLOSIONS and LOUD 
NOISES and EXPLOSIONS. You know what sucks? SUBTLETY. You know what's awesome? NOT- 
SUBTLETY. And also EXPLOSIONS. Every single shot fired from a Torgue gun EXPLODES. Sure, the 
explosive gyrajets move slower than bullets, and sure, Torque guns CONSUME AMMO LIKE THERE IS NO 
TOMORROW (which for all you know there might not be, because who's to say that tomorrow hasn't 
already EXPLODED), but who gives a sh*t? TORGUE, baby! 





Torque features a lot of what are essentially automatic mini rocket launchers 
in their AR line, The gyrojet rockets launch quickly, travel through mid range 
whil@ picking up speed, then really get going at long range. So you might find 
a Torgue AR shining at close and long range, but not mid 
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revolvers. They're both semi-auto, and they bothhave = i ae Ao | Nn 4 
high-damage, hard-hitting projectiles. The differance is | ESSE eel het alent cache | sae ets si 
thal Torgue’s pistols use gyrojet missiles instead of hard HN) maul ee SU 8 TRE . in i 
calibers, which alters how you must tsad enemies to hit Sareea errr | aa 
them when aiming. Explosive damage beats out other | if Willits i nh 
damage types in efficiency depending on the situation—if \ . me) my 


you're fighting britth enemies like crystalisks, then 
explosive is just better full stop, thanks to the extra 
concussive damage. And if you're fighting an unshielded 
target with either normal ammo or an element that 

your enemy is actually resistant to (Such 35 unarmored 
fleshy enemies taking reduced Corrosive damage), then 
explosive iS best 
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If Torgue can be summed up in one weapon type, it’s their rocket launcher. This is your classic launcher. A 
Torque launcher fires one big-ass rocket, albeit not very quickly. Butthat rocket is going to hit hard. Very hard 
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“| blasted 2 midge! af point-blank range with a Torgue 
shotgan and he exploded inte Mood paste. ~ 


- Anthony Burch, Writer 
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What's more impressive than a shotgun? A shotgun that fires pellets that 
are missiles. Torque shotguns release a hail of gyrojats rather than 2 th 
of ot. The acceleration can feel a little wonky at certain ranges 6 TT 
ng or far away, a solid Torgue shotgun allows you to put high-dam vd 
explosive shotgun blasts all over targets age 
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ASSAULT RIFLES 


Viadot assault rifles are al the other end of the spectrum when compared 
with Bandit-macde ones. Viadof focuses on a more precise, fast hail of 
guntire, versus the less predictable, more voluminous rain of Bandit-made 
bullets. It's possible to get a Viadof AR outfitted with Explosive rounds, so 
you'll have the explosive bonus of Torque gyrojets with the bullet bonus of 
faster travel time. 
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PISTOLS 


Vlado! pistols are repeaters—basically mini machine-guns, They'll dump 
out plenty of bullets at a fast clip, making them great al close lo mid range 
Perhaps the best way these weapons complement you is simply by using 
PISO amind—-et's Say you love automatic weapons, but you find yoursell 
running dry on your primary SMG and AR. Switch to a Viadol pistol, and 
youre right back to laying down a wall of lead using another pool of ammo, 
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“Wothing like spewing Viadol's rain of bullets!” 


- Zach Ford, Senior Level Designer 








ROCKET LAUNCHERS 


Viadol launchers are designed with discharges per reload in 

mind. Proprietary Viadot conservation technology allows Viadof 
rockel launchers to consume less ammo per shot than other 
launchers. Individual Viadof rockets may lack the punch of some 
other launcher brands, but this can be made up for through sheer 
volume of rockets used over the same period of time. 
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SNIPER RIFLES 


Viadof sniper rifles sult the assault sniper best, one who 
values quantity over quality. Other sniper rifles might 

hit harder, with bigger damage and better criticals, but 
Viadof sniper nities can hit more often, faster. 
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Your parsonal shield module will keep you standing through all sorts of violence that should be mortally threatening Every manufacturer except Jakobs 
cranks out their own signature protection, with slight differences in the nuance of the shield’s behavior between brands. Every shield takes incoming damage 
In place of its user until itis shorted out, at which point, the user starts taking damage to health. If, while getting shot and having your shield whittled away, 
you can get into cover and get a breather, your shield starts recharging after a few seconds. Shield recharge delay represants how long it takes until your 
shield starts recharging (the faster, the better), and shield recharge rate represents how quickly you'll refill shield capacity (the bigger, the better). 


Some shields may grant resistance or even immunity to certain elemental damage, but this is not a type of shield, Elemental resistance is a function of a 
shield having certain Maliwan parts, regardless of its base manufacturer. So, resistance or immunity on a shield will be in addition to one of these other base 
functions, rather than a trait of a type of shield unto itself, 
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Grenades are explosives that complement your normal, reguiarly scheduled gunplay. Like guns, there are several types of grenades, which come from 
different manufacturers and do different things. (Or, at least they find different ways to blow up.) 
















CREME TYPE MANUFACTURER Apart from howa grenade goes DELIVERY SYSTEM EVEL AWAIL ABLE 
| rie wees ‘eplodes off, there’s also the matter of how Los ee 

a eae st = SSC‘ is elvered. Any grenade type Lobsticky a 
MIFIV | can be built using any grenacie Rubberized cee eee 

ink 7 delivery system, so distinct eee femme 

Bouncing Baty 1A Grenade bouncs a showers grenades are plentiful just like ce — 

OITOURERD Bree Fe —.__—Ss«guins. Some of the more advanced — Homing Sticky HRM iat te 


Area of Eflect 





ais eee cence | delivery system types don’t show 
earth Tae up on random looted grenades 
aa rant until you ve leveled up sufficiently, 
Grenade siphons health trom the target 

and grantsRiotheus 


Singularity 


Transtusion 


As with guns, there's variance even within seemingly identical grenades. Apart from the particulars of the grenade type and its delivery system, there are 
Several more variables: 
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30 even comparing functionally identical grenades, or even differant versions of the same unique, legendary grenade, you May tind aspects you like better on. 
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Effective grenade use should supplement your wartime tactics with your guns and skills, You can equip a grenade that allows you to leverage an element that 
you don't have a good gun for at the moment... a few Corrosive grenades chucked at a group of loaders can soften them up quite nicely, if you DO have a 
Corrosive gun against loaders, then a Slag-capable grenade ts just the thing to amplity your already terrific Corrosive damage. Grenades don't just have to be 
for pushing damage advantages, though—Singularity grenades can be incredibly valuable for crowd control, giving essentially any class Maya's Converge 
skill, And Transfusion grenades can keep you alive in a pinch—think of them as health pickups you have to detonate in an enemy's face in order to receive, 


Unique & Legendary Grenades Gallery 
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Class mods are items that greatly enhance the specific abilities of your character while offering some 
COO! aBSINene CUSTOMIZaON. “ine OOS are pointe a0 toward particular purposes—one might enhance 
one type of weapon while also boosting certain skills related to that weapon, as well, while another 
class mod might be focused on increasing maximum health or shields. Class mods frequently come 
with bonuses to certain skills granted by the class mod—essentially, class mods can add more points 
Into Skills a5 long as you've spent one hard- -Barned skill point to unlock a Skill in the first place. (Equip 
d Class Mod that boosts a skill you haven't purchased, and you'll gain mo bonws.) You can ultimately 
invest five skill points into a par ticular skill to cap it, then (if you're lucky) snag a class mod that grants 
five or more extra points into the skill, doubling the effect, or even more! 


it ts said that there are rare orange rarity class mods out there, waiting to be found by Vault Hunters 
who can bring down the very toughest monsters Pandoran adventurers have seen to date 


Class Mods Gallery 
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talon (Trechy') 


YLABOF 
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Ee 
Possible Sha Boost oT al 
Fising Shot (Desturted) 


Podicreritenough (Sevadow 


} 
Counter Sire (Rano) 
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Max haath Health repareragion 


Possible Shel Boost 
Ambush (Conbemetiote) 
Fsing Shot (Disturbed) 
Raqungence (BRoodied! 
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Relics are leftover pleces of ancient Eridian tech that grant their bearer terrific bonuses. Depending on your particular character and Style of play, a particular 
relic focus will work best for you 






RELIC TYPE | DESCRIPTION 


ABLE TYPE DESCRR TOM 
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With few exceptions for uniquely titled weapons, each gun's name is comprised of a prefix and a title: “Operational Strike,” “Auditing Competition,” “Ee'nastick HIP 
Lallipean,” and so on. The first part is the prefix, the second part is the title. These names can tell you a lot about the guns they descnbe, it you know what the ii hy 
" ; Hedi be 
terms mean. This can help you determine how one gun's performance differs from others of similar construction, It also alerts you to special traits guns can nf 
\ iF 
have that arent necessanly spelled out on the stat card. / | jit 
(inh 


As mentioned earlier, several components comprise each gun 


The body of the gun, !o which all other parts attach. The body contains the receiver and magazine, so it will determine what kind of reload the weapon will have. ts 
it breach loaded like the classicalty-built Jakobs? Loaded with a standard box mag? Orum loaded? Disc loaded? Jus! tossed aside Tediore-style? The manufacturer of the 
body 16 also ultimately the manulacturer of the entire gun, no matter where other parts of i got outsourced trom. This governs some of (he mas! important characteristics 
no matter whal else is on the gun, since the differences between manufacturers are fundamental. The overall performance of any gun will always be in accordance with 
ite manulacturer’s mission statement 


The guiding cylinder through which a fired round first travels en route to its target. The barrel determines a lot about the ballistics of the fired round, How tasi the 
round travels, how accurately it flies, how much impact force it'll have, even the type of round fired in the first place, are all primarity inftuenced by the barrel, Of course 
the barrel determines much of the gun's overall performance 


The part the ser holds to operate the weapon. Though a gun's grip doesn't have a direct ettect on its payload’s performance. a good grip can mean all the 
difference in terms of fire rate, reeoll reduction, reload speed, and just general gun handling. While the grip normally won't allect the capabilities of a gun as other parts, 
its subtle contributions are seldom overlooked by experienced marksmen 


The part used to actually aim the weapon al what the user is irying to Kil, Though many guns on Pandora have special scopes or sights allached to ther, it's 
Common to find weapons that still use the trusty “iron sights” pags to help users hil their mark, Usually, guns ol Green rarity or higher will come with an aflermarket sight 
fixture. Whites usually aren'l {hat fancy, Regardless, aiming down any sight will greatly increase the user's accura cy wien firing. That's why it’s callad “aiming,” 
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h Aceessary Prefixes 
lf a gun iS equipped with an accessory or post-construction modification, the prefix will reflect it, and clue you in to the nature of the bonus 
Pistols 


ACCESSORY BANDIT, DAHL Hr BERION JAKOBS | Teprone | MALIWAN foncue) | YLADOF 


EFFECT 





PREFIZ PREFIZ PREFIX PREFIE PREFIZ | FREFIE PREFIA 








Melee damage Baynaneled Close Quarters Action hrwie Eviscnration Parra-Sharp Thevsiing 

Acuracy « misins inated Earnest Straight Shootin’ Punctilious Dependable Explicit Righteous 
One trigger squenre fires fwd shots Buble Twin Redundant Tora Far Binary Two for Ong Double Penetrating Dva 
Stabelity « Maramans. Tactical Come Gunstock Blagarit lean Srl Pscdute 
Magarine size ¢ Exterdified Lowded Maximized Loaded Surtet dam Packed Crammed Unending 
Darnage 4 munduerer’s Mauitralizing Win-Win Dostaredhy Poet Super hard Purging 
Fire rata 4 Pagar Raact Dyramic Trick Stiot Expeditiois Papy Inberiga Vengetl 


Assault Rifles SMGs 









Ihe Pe 
ACCESSORY BANCTaM I, | ATEERIOW | MALIWAN | TEarora 


es rs 7 | a | . 
ACCESSORY | DAHL | saKons Toric) VLAOGF are EE 
FFEC 


EFFECT 






Lad PREFIN PREFIX PREFIX | PREFIX | PRE | REA PREFIN. =| PREFIX | PREFIX 
Damages Nasaty Attack Hous Nasty Ferocsous Melze damage « 0 Ruded al Pe dal 
Fira ate +, accuracy - ‘Wyld Mess Feral Witte Wild Puig) wgge ir mn : Eaige Sharp 
Malen damage + Nifed fveach Aaror Stabbing Skrwering Accuracy + Alnyrata Delt Anaiytice «= Guieless «= Guaranteed 
Bullet epesd Fast Bulets Deep Cowboy Slippery Sitt Damage « Murduring Stopping Rightsizing iia Hetty 
Stability 4 Taltikal Patrol Horse Pibryettarrate: Resolute 
Marparine fina + Expanditida = Oristauyht Pluss Prurmp Exspanshva Bullet speed « ee Flying Proactive = lmpetwous Bnsk 
tac a vee eeenieeemmaiiai 7“ Stabilaty + Ballanced Soc Corparate Lucid Quality 

Reload speed + Agresive ‘Sharma Social Ant Ratif 

Rocket Launchers Sniper Rifles 

AMM — | RECN UTE BH ‘ 

; ACCESSORY BRAND TAR eR Formul] | VLADOF ACCESSORY mi | MERION JAKONS | MAUWAN | VLEDGF | 


EFFECT 





PREF IE PREFIX | PREFIX PREFIZ PREAZ 


“_ | _ PREFIE PREFIX PREAT | PREFIX PREFIE 


\ Magazine size 4 Rina Pietoous «= Bows «= Deepa) Wore’ sot —_ wo SRSA Lees a 
Uttrapre- dunk poy 4 Sutgieal ip Sarah = Dangy = Zammectuat 
Accuracy 4 Srypeat Pertinent woe oe Victorious 
} GH TS] - Critteal damage n Nirghd Yering Tunturm Gertie- Puurer 
i) Mets damage « qratuitius  Prommais Mules © poked dole Avett apes imain's 
il Aéicad speed « faatactors Prudential Stocking dippety Ruthless Staphity « Liquid Coe Chikerin Fashion: Doda 
Weapan sap Quik Pat hr ken Magoo- ates 
epeed « Drawer ‘ sini ” wiles Magara sine Operon = Aesourc Hyiid Mlonsbrou Botesny 
i Rocket speed + Spence Punitory ie fidha dea Pasitiean Fire pate etal Operational Kook Banbury Shorty 
' Fire rate « Rappid «= Predacious «© Bustling tum pa Turhulent Damage + Packing «= Auditing «= Skookum Barking Gircenky 
Damage « Big Pienaar Lara aorp Rugged 
Shotguns 
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Melee damage + Sdnting Frestrusctutiong Based Swies Bad Touch 

Magazine size 4 Orumad Scalable Sichewindar Extra Large Desperate 
Progectilo cout 4 Reidy Stedy Socal Well Kept Hew and Imeroved Sanewy 
b Bubet speed « Skater Potential Huntin Driginal Potent 


Critical damage « Docs 
| Reload speed + Texas 
| Stability + Assy Rusiler's 


Stock The gun's stock does a loi to belp the stability of the weapon (Ihe sway while you aflempl io move around and aim), its accuracy (how te rounds fly from the 
barrel to the center of the targeting reticle), and how much recoil it has (how severe the jogging of the weapon is after discharge). Cerain weapons, like pistols and some 
shotguns, don'l possess tlocks. You can pretty much expect these weapons to either have crap accuracy, or kick like @ mule. 


Flement: Maltwan specializes in elemental tech weapons, including a capacitor in every gun to produce an elemental eflect. Due to their popularity, other manulacturers 
have licensed Maliwan’s tech to pul into heir guns as well, ond one can find elemental tech variant of many weapons. The two exceptions are Jakobs and Torpue. Jakobs 
considers all this elemental tech to be joo newlangled and different, and ihe only “elemental effect” Torque warts oul of thelr guns is EXPLOOOOODINING!! 


His usually fairly easy lo spot whether or nol a weapon has been outfitted with elemental lech: its capacitors glow with a bright light depending on which element imbued 
inside; orange for ames, blue for electricity, green for corroding acid, and purple tor Eridium-tainied Slag. Manutactorers might also decide to name the weapon 
“burning” or “shock” in order io hammer the point home. 


hecesoiry As-with elemental capacitors and special sights, weapons of Green quality or higher might come afficed with an accessory or special modification, These 
mods enhance the weapon with a serious pertormance boos! in one particular area. These boots are usually 60 significant thal manufacturers will append 4 special pretix 
to the model of the weapon to signity its special-ness. There are all kinds of accessories: allachments, clamps, and clips thal ensure bullets {hy more accurately (or fess 
accurately but with a higher rate of tire); laser sights, foregrips, and barrel mods to improve stability and accuracy; bayonets and blades to boost melee damage; receiver 
mods thal cause more than one bullet to be discharged per trigger squeeze, and $0 on 





Mm IAMTIERLOCK 5 


HA i “ i oy 


i 4 nnn 1] ») 


vi PA i mf) aT r i) Ht i y i | Hit | I NU TTTAUIT ty Wy Hl "i 
IN VA i) Wy sc tH ii | IN| i) amin Hii iil Hil rtp | 
" Mi } m iil i} | I mh iH ‘i | | i i ‘i Ht mth i tH] (ii it) Aly 


i) ™ si 





| Nii M Hi il Mi | ii iit i | 
ee YOU SHOULD SHOOT) 
e “(AND O THER fi 
| les. iid osu AM iil Ska TROIS il i) 
rit to Hue colony world of Pandora. After spending many a mond: heave | can safely july that the | ai 
yorvies are false: they paunt over the true nature of Pandora's wildlife with a Wytet Condy commung hi Hi 
At first, | considered calling my tome the “Almanac of Deadly Pandoran Beasts,” but afer seeing Hh 
how every living being on this inhospitable backwater planet would gladly tear out a man's i 
Huront, | decided it would be redundant. Though it literally cost an arm and a leg, | daatypudly Mi 
udied these creatures and compiled all of my notes into this book. | can only hope that some goon i) 
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FLORA i 


li 
Even the plants on Pandora are deadly. The hostile, bare climate hare doesn't offer much to sustain vegetation, but still some persists. These plants, like "ue ih 
the wildlife around them, have developed harsh defense mechanisms, one matching each major element. ! 


eau! if i) 
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OTHER HAZARDS ll 
You'll aso find areas outright flooded with Slagoed fluid, or corrosive ichor, or molten = . | ! 
lava... suffice it to say, tread over these surfaces at your peri—you will begin to feel 7 


the effects immediately, and your shields and health will only hold out for so long 
while exposed to certain hazards. 


Barrels of various elements and explosive gas cylinders have been left around as both 
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Supplies for and by-products of various industrial sites on Pandora. Their effect will i - 
match their color. Yellow are simply explosive, red are fire, blue are shock, green will mime 
corrode, and purple ara Slag. in ‘it 
BAMHI 
EXP Loaders and Suicide Midgets bring the boom right to you, like barrels that i ; Mi 
want to be friends. Similarly, some Nomads are equipped with pack technology that i Mh 
works much like gas cylinders and barrels, Shoot the pressurized gas canister ona Ih i 
flamethrower-wielding Nomad's back and it will explode, killing him and probably anyone | Mt 
near him; shoot the electric capacitor on the back of a Shock Trooper Nomad to cause his are Alli! he 
projector to go nuts, electrocuting anyone nearby. They are like mobile barrels, | it 
) | iN 
NM 
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ORIGIN OF A SPECIES 
ENEMY DENS AND SPAWNING 
DENS 


Wildlife and 
humanoids ino 
ii to congregate 
f around whal 
can be thought 
of as dans, or 
. areas of interest. 
These dens will 
also olten be 
| named places 
of discovery, as 
it so happens. 
From afar, you'll see enemies leisurely patrolling their den; while you're 
( merely in sight of the den.and the enemies within, nothing will happen; 
not until you come near or provoke them from afar will the enemies of 
i} the dan be alerted to your presence. Once they're alert they'll attack and 
| perhaps give chase, unless you beal quite a distant retreat and leave the 
. area altogether. If you defeat every enemy, the den will repopulate after 
\\ 25 minutes, or after you leave the region entirely and return (by using a 
. loading screen) 


MOONSHOT BARRAGES 


| The Hyperion space 
| Station thai dominates 
i your view of the sky 


anytime you re outdoors 
is capable of shooting 
reinforcements down 
with pinpoint accuracy 
right to the intended 
target (which is almost 
always you). Apart from 
dropping otf loader 
reinforcements from 
orbit, this allows the 
remote deploymant 

of Constructor Bots 

10. immediately boos! 
Hyperion presence 
anywhere on Pandora 
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FAUNA: WILDLIFE ON PANDORA 


- JOHN ANDERSON, 


CONSTRUCTOR BOTS 





These robot behemoths are mobile combat construction yards, designed 

to take a position and hold it with or without suppor—given time, a 
Constructor builds its own support, Constructors will Gapioy a Surveyor to 
provide repair Support, then they will begin digrstructing loader units on the 
soot... nail the Constructor with Critical Hits in the red sensor eye duning 
this process to interrupt the digistructing process. COMSIMUCIOrS are also 
themselves outfitted with powerful weapons, and are virtually immune to 
status effects and grenade damage. (Though a8 armored targets they still 
take bonus impact damage from Corrosive sources. | 


ENEMY SPECIES, FAMILY, AND ALLEGIANCE 


Each anemy represents a species within a family, Vanlous Species wilnin a 
family are friendly among themselves, but generally not Trendy with other 
families. If a marauder aims at you Dut misses and disturDs a Dullymong 
den with the whizzing bullet, the bullymongs will be alerted and go atter 
him! It's not uncommon to see battles in progress between Pandoran 
wildlife and encroaching elements of civilization, For example, you may 
come upon bandits fighting spiderants, or loaders fighting threshers, They 
aren't friends to one another any more than they are friends with you. You 
can use this to your advantage, allowing warring factions of foes to wear 
themselves out, while you pick away at them ali from the sidelines 
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- RICK PORTER, 


Some enamy families work together despite being ditfarent—occasionally 
allegiance runs deeper than blood, Hyperion troops and Hyperion loaders 
naturally work together, for avample. Goliaths are also friendly with othar 
humanoid enemies... until their little security caps get knocked off 
Then they aren't friendly with anyone, Maya's Motion trae capstone skill 
Thoughtlock changes her Actiori Skill into one that confuses the target, 
witching thelr allegiance over to the side of the Vault Hunters! Does having 
a Super Badass Loader on your side sound appealing? 


ENEMY GRADE— PEONS AND BADASSES 


Just aS YOUr WEADONS have a rarity, so too do enemies have a sort of grade 
Most are merely categorized as peons, run-of-the-mill adversaries, a dime 
a dozen, always the bridesmaids 
but never the brides (add your 
Own clichés here), Consider these 
yOur COMMONS OF whites/greens. 


Bul some enemies are rougher, tougher, and fit for the moniker Badass—a 
title that signifies amplified abilities, health, and damage, as well as better 
loot upon deaih. Badasses are sort of like your rare items, your blues/ 
purples, except the part where 
those things dont try to kill you 
and Badass enemies do 


Aes aed 


orl Praclasar 4 


oy Carer 


For global purposes of damage and health multipliers strictly affected by 
the playthrough mode (Normal or True Vault Hunter) and the number of 
players (one through four), there are two grades of enemias; Peon, and 

Badass. That's it 


ANIMAL BEHAVIOR 
MANEUVERING 


A monster's first priority in the wild is to ask: how do! get in the best 
position to murder a Vault Hunter? If it can get there safely, it will, Many 
enemies must simply run, like humanoids or skags. Some enemies can 
leap or even fly great distances, like bullymongs, varkids, and loaders 


While approaching or moving about, most enemies are intelligent and 
aware enough to pertorm al least nominal dodging, such as trying to 
leap away from a grenade or roll sideways out from in front of the path of 
oncoming projectiles. 


Burrowers transit trom position to position in the womb of the earth. where 
surtace dwellers cannot follow, Cloakers are virtually undetectable to the 
naked eye when their device iS functioning 





ATTACKING 


Enemies will attack when they're in position to do so. Up close this will)! 
usually be with a charging attack, a melee swipe, an area-of-effect pdtind, 
Of a leaping pounce, From further away it’s typically an axe toss, or gunfire, 
or beam, or some other type of ranged attack. 


TAKING COVER 


Liihe humanoids that engage in gunplay with you are also apt to take cover, 
if it's available. Not big. bulky brutes like nomads, but more agile foes like 
marauders. Enemies can stretch to shoot out from above of cover. or off 

to either side. They can be flushed out with grenades, and with mortar-like 
projectiles, if you're lucky enough to find a gun outfitted with them. (Later 
on: Axton can flush anything out of cover by deploying a Longbow Mag- 
Lock Sabre Turret. Or how about fwo of them, with Gemini?) 


TEAMWORK 


Nomads are heavy brutes who hold authority within bandit and marauder 
clans; if a nomad calls for aid, the lesser scum pay attention. A nomad 
may Summon ail his mates to charge, or take cover, or to throw grenades 
together—that last one is pretty important! Listen carefully and you'll hear 
the nomads shouting orders 





similarly, spiderants can command lesser of their same species, though 
you wont understand the noises hey make as commands, Badass 
elemental skags can also imbue lasser skags around them with the 
Same element 


RETREATING 


SOME enemies will actually try to retreat, either when the tide is turning 
against their allies, or when they're injured and ailing, Your charity for these 
cases should be measured: if thay somehow heal on the sidelines, they'll 
only return to try to kill you again). 


INJURIES 


When a creature is especially low on lif, it will exhibit obvious signs of 
exhaustion and distress. Usually, beasts are relatively aasy to finish off 

al this point; the hard work of the hunt is mostly done, since they're so 
Stripped of offensive and defensive ability by then, In a nasty firefight you 
might even use this to your advantage, leaving low life enemies injured, 
but still alive, lf there are 
other difficult enemies in 

ine vicinity, the dimineshed 
threat of the dying enemies 
is worth having around for 
the easy Second Wind they'll 
score a Vault Huntar who 
goes down 




















The elements of Pandora interact with surfaces differently, which is relevant 
in that there are elemental bullets, and any given creature is surely made of 
surfaces. Just as fire bums harshest against flesh, so fleshy enemies like 
hy! | bullymongs, varkids, and unarmored psychos will take extra damage from 
Bui Fira weapons. Corrosive damage eats away armor very effectively. It will 

. avail you quite well against the numerous loaders you'll face, spawned from 
int Constructor Bots or launched during moonshot barrages. Against shielded 

| i i and cloaking enemies, nothing competes with Shock weaponry. Last but not 
least, Slag doubles the damage of anything that isn't Slag, once it’s applied. 


Cariain element and surface combinations result in damage resistance 
too: shields diminish the damage of anything except Shock, flesh mildly 
diminishes the damage of Corrosive, armor greatly diminishes the damage 
of Fire. If you aren't matching up the weapon you're using with the elemental 
weakness of your current target, then you'll at least want to make sure you 
aren't using something less effective than normal, either. Details on Normal 
i) Mode and True Vault Hunter Mode can be found in both Claptrap’s Guide to 
i) Nh Minioning and the Marcus Munitions Monthly sections of this book. 
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q igs Hl Mh a 
TIAA 
| £ FE i there are eight grades; chump, normal, normal+, 


| qi | tf tough Hadass, Super Badass. and Utimate Badass. The game scales around 
in i id banging on where you are in the story and where you've been, so there aren't 

values tor anything, only values relative one another. In other wards, at 

bn y that gives a chump igvel of XP is always going to give you boring XP, and an 

| rated hie al ove of timate Badass wl ays oie astounting XP (And 
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The status effects that elemental attacks can cause—Fire buming, Shock 
sparking, Corrosive corroding—are by no means Quaranteed, Each round . 
or attack will have a chance to successfully cause the effect, which is further | Hib: 
skewed by the levels of you and the target—the higher their level, the more 

likely they resist. Some monsters have a particularly high resistance to a | ited 
given elament, and will ignore that damage most or all of the time. In these 

cases you'll simply see “RESIST popping out about them, and you should 

switch to a different element posthaste. Often you won't have difficulty 

sticking status affects atter a few rounds, though, and some skills make 

the process even more foolproof. And, while only one visual effect will be 

represented (like green for corrosion or purple for Slag), every effect can be 

present and dealing damage at once! 


Some enemies use physical shielding so thick it cannot be pierced by 
conventional weaponry; it's here, among other places, that Explosive rounds 
shine, Especially the gyrojet-equipped Torgue weapons that fire mini rockets 
quickly. The blast radius damage from Explosive weapons pierces certain 
types of shielding where no other weapon will. 






E]] Shield Level: | 2 monster can 5) 
have a shield in’ the first place (many 
carinot), tS possitile Stel] Sevel will 
be displayed here. As wiih health, 
iis is a relative value: a higher 
number indicates the monster has a 
higher-tapacity shieid 


Ey Damage Multiplier: As with 
health and shiglds, this is a relative 
Value that stows the monster's 
damage offset from normal. A“1" 
here indicates average damage. A 
“O° would indicate a very powerful 
enemy. 


7 Weakness/Resistance: As mentioned earlier, flesh ts weak to Fire, and so on 
Notable 3 trengihs and weaknesses afé lsted here 





Hh 
EE Location: Where the subject may be found. 
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hige TPLALAL Ura ty | needa’ ty. tritally irtetherad } | VW | Hay || | 
‘The marnucier component of the’ bandit clams 1s i [emia eore composed than the Stl 111) 
beyeho conungen f. Thase (rays can kusepit Wagathier eexough te operate firearms, and same of them Wal Hi 


Since they're bipedal. Broatitig out ther lays can Trig, hem or knock ther clown Shooting tem in 
the head-daal ertcll @amiage’ and wil rake them finch. Youll see an ussurprisng tend, nT) 
hioman enerieg Garr? Wika getting shot in the head very much. Beng Miegh, marauders are susceptive 


to fre, 


m 
Through various exis and some statics manufactuced by Vidal, ullets aiened at you sabe ui 

» phaorted, ot even reflected Bandits are the enerry most lusty ti) give you The chance to phe 

| Tapaites. They all pack guns, and that's what they ute. Bandits ony opt to ght with sneiee te 
you briny tha fight to them. Oeherwisa, they're conten to get somewhore sists nd COGN UD 
with ihe waape in fund. They car take cover and fire, and abso commonly employ grenades 


Nomads hold deep Sway over marauders, and can command then all $0 fire, charge, of lnrow 
sranade union at the drop of a hat, you haar allowing from a nomad tothe maraueders i 
the area. thé might be very actionabie inbvl—df for examoie. @ hat Coven grenades are about to get 
horse pocur way, it mbght be wtse to relocate 
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Marauder > 
TWH HAME: Guiiaw Marauder TVHM MAME: Gutiaw Exscuiboner 

ber Wiaraaders arg higher-rackong than pune ca 
syrpudeen, eel they have (peat to match, eparting 


See in aaron to peels. Tet che fir 


The bevieestleved charade is he erent 
jurmariedeier int Parmiora, paciong ovtdy 9 (peste! 
They're ironed prpeticn hy) hearyaMrk 0 

youll grew accudtomed 15 ied preence 


The of enemy you enceunher who can pone: 





On the Datieiele Whole payciicy val « a shalt, yg fed 2 fhe Shee toe ay ihe 
atiempt to reeh in sachuists will normal red health: far. that's yout Choe Pee 
Peneeg] Chaeche eas realy an fae dirrseratn can't ba datragert wttll tha shed is removed 
froma batind cover If postin. raaniey ier] Tie steed tees: neluned Garage Irom any 


NOn-aOc BagToE i iy 


Gabets End Granaces af fer fares 
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LOCATION: Southere Shall, Theres Hares, Southpaw, Frosturn Canpon, The Durt, Bloodaived Stronghsid/ 
Ramparts, Tundra Express, The Fridge, Thowtand Cots, Lynchwood, Sawingsh Cagiéres 


Shogun Midget 


TVHM NAME: Angry Shotgun Midget 














LOCATION: Southern Shell, Theos Horns, Southpaw, Froatharn Canyon, Tha Dust, Bleedshot Stenghotd) 
Aaemports, Tendra Expresa, The Fridge, Thoneand Cats, Lyectwoed. Sawiooth Conlin 


TVHM WAME: Violen! Marnuder 
The reer =f TCD We la eee, Tle 
wets fave a higher Mobhoed of corny aquepped with 
shied Tar lesser marauders. They can aso ise satan 
rifheg. craebirny Ian Paci mga 


Widge! maraadans make Theat rare by totemg shotguns hae bor a 
phshgun fh Ge Aom-eaeanirg, vers if ek hy marae! 
Needy i, Stenger Mbceperta farce GI fut reve health 
(hen (heer Payeha Megat oontrlengdets, 66 they're 
Sturder fag, alhoagh (hose Beg Pads fare ups Per bal 


Neachahois 
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VON: Southern Shell, Threw Horm, Southpaw, Frasthera Canyon, The Dust, Sionéshol Gtroaghela) LOCATION: Southarn Seif, Thren Horns, Southpaw, Frosihuen Canyos, The Ounl, Slondsbet 
vac Ramparts, Tundra Express, The Fridge, Thousand Cet. Lynchwood, Sawinath Caukiren Paceparts, Tecdra Eapeeps, The Fridge, Thoutaad Cate, Lpachwood, Sawleoth 
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Airborne Marauder 


TVHM MAME: Airborne Quthow 


Hy tran Marauder 


~TWHM WAME: Linsatic Muraudes 














Thad TCT ly ie whiair & Bread 
OyToeopher oreeees, ful ccoaseanady they 
rear! BO Seerwiwed, Laetiereg feel right oe 
hopper OF a the lel pened. 8 hey he 
Survie, Tey Gieeply ge fro being Pyboya 
fos: PUFUPMGogy CHL, Tha) wavy’ athe 
rmaarmeacher, Thay Cored ecesipemkel wilh aeeenial 
fed ke is Wares 


Theme cies Pave one foot in The eho of @ peyehe, Ese othe 
i either, they ile a muchinegen, but without Oe wus regiraini 
Ao) Cescipiere: Seitiess a rraraudes 


LOCATION: Southern Sheil, Three Morea, Southpaw, Frotthurn Canyon, The Quet. Gioodubet §tromphold LOCATION: Tee Dest, Thowrand Cuts 
Ramparts. Tutdta Exprets, The Fridge, Thousand Cuts, Lynciwood, Sewhooth Camidnan 


Tundra Patrol 


jE peas atecraty seerciayl pari de ouen) the eniifacice I 
Tundra Express. by a ovis shack, Wien ha dies, oa 
irop an EDAD Aeconde: that prociaims his lank of 


Scavenger 

(THHM ONLY) 

Ory dicing That Vint Hunter Mode do faesn Beinn 
marauders. chon ap. They seamper arin’ (an fasld 


@ hatte Mia) bo i000 Up WGN. BTIMG. and 








fray OD Nee ree, WS a BT Cerin oe ae 1 by lhe: dyieg comeatanit. Dent 
(PEG (OTR aaah en eae. ee ets. See PF Linas ig a -Seavenger dell up a gun 
Somaifang Thee pera (hig Wo Hard Féstings” optional jing after hem and hae © dite wehad hay by 





freaenn, which can be annampished qui 
jong Ores, Fou ote wes 1G Qaaeeteter) fry: Sap, Gaal 
pee heed) week welling?) bein hes bien arreay, Deca 
Heo 68 renter. and you Con, worry ADoU! Pry 
Ofte thang 


EMG ieee ll), LL” Uy) UTNULILD |) LOCATION Iieltioos Rani, Fives Names Sosipe: Frooties Guba fl Bia _ Sioa! Sept 
Ramparts. Twaaira Exprect, The Fridge, Theaaand Cuts, Lynciwood , Sawtesth 


Hodunk Grunt & 
Zalord Grunt 


TEE red eewts Gece at each oles inem 





Burning Hodunk 


Mis! Irpang Things Gon t Mig berg get alee withoul wartehg god 
Aodunas are mb ditlerent. They react downright pocerty ip tha 
|| iimubetion, in tact 





CRC ends of if 










wat zi the “Glan Wai 
migtenn ine progresses. Oho things eenctaly 
core to ad Pager? Dies ip bear crag: it Ghee woods 
nd 80-08 Bad se forth the pari abel the furry 
WWE aDBIT? es, Ehings corte bo o het 


ond Certer tp wo-oyt 





mae fon arp samt 
Few thee ideo bee a. 













Biuisert art especially beely imatauders, 60 juiond 
hat Gandard arm Geen haven Te, Alouge they ps 
Pie enemas, they're punt aden pe tough as Baers 
Marauders, 30 cor'T taka them igivily 





Ny Wi! 





- Badass Marauder 


\ THANE tr tm 


A Yay upgrades marautes is equipped 
a Gein balth cel sal tangs midipila arid a mene teenner 
Yat niles tn sin gust aed prem ee ha is Hower 
Hl estes, Sdotnap todo estabieh And jet line ther, ha koratows 
"talon gad, telcowing thee cromemands 16 esther toss grenades af you 
whoo! pay, be Charge moet: 


a aieth 









LOCATION: — Thies Horna. Sesthgaw, Frettietn Canyon, The Duet, Blonéthel Strongheld 
_ Tandes Express, The Fridge, Thousand Ces, Lyaciwood, Sawiooth Canldion 


| Loot Midge! 


Downing conten is unealhy a eormwtarl rotary 
vert batyepan wares of ab-die] opening’, bul the core 

SB mterruphed rapaily whee o Guess let ridge! pop 
dul ataapartsdly (and: make fi Mmrestake—1n oF not 
inot mudpete ate techrecaty Baciexpes, with the hnaith 
inva temage Goodin ihult arta). Aa be takes coaga. 
the Loot Miipet Maraucher will drop eroney and anime 
all over the place, and on ew) hed wheres the area 
cers frien with nora) Like il let iegeta: the may gisa 
top ita lnpendary Gah! grenade, Bouncing Bosiry 








LOCATION: Lec contains 


Fou Sigel Mist lery cnear Gia ined ol hed ogilicuial reeiaben © 
footie), (Pa Blact, ancy ie Libor,” 
chance fn dra Dae Wgeeiary eect rile. Venue. Niobe fart 
i See io aie ate Seng, 2 


Whar he dana, fn gs a srr 


uy Fang & Te yl 
or af dena! @ Shock grenade to ppc tut 


LIDEATIONL The Unat lunlog: "Tu ood) ine Bad. bad the Rondocal” 





Mick Zalord 


Tra magic ofhand panoier hands up he Zxtord can, and 
want inte the feead of battle, Lipon death, 
Mek car drop the laperary Jeans pesto Magne 
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‘ \ i i 
peoted bows Egger brother Booen bashes beled the conirets 
of Big Blevttu, a larg tetatng double-barreled beck o i 1 | 
cannon Hey, oH win 10 tay Get fey in feont of that = a ‘irk \. I 
thong, heriouaiy: and you'll compete 2 Crafenge ol you a i. | 
Tue 1G heaah the fight wlhinut eabng a steel 2 he 
face once (Mot toe harc—adlher ateays aap someting 
Setween pou and Bay Bertha weain fighting Sawn, ct ghways 
nie ea dy acum the deck, fesher than Bay Bertha cae track.) 
You have io tke deren Bogen’ a healt far hece—eope fo kek 
hem crt of ‘3 4, rile me aan fe: Rady Foes cree, (Litt Gratien 
Hewm Cul pueda bly curencel, cody hanw 
to hae 


Ths eargoree, fply- prin Gust Beit ity, (QE eY, If Garnet's 





Ether brother upon dying, fat a smal chante to drop the legendary Torque 
Grenade. Bonus Pariage 


HEAL 


‘LOCATION: Southern Suet! 


Assassin Wot 


The relive dart Paawer) “Amueqinute the 
ADS” bends Ineo) Waull Hunterh Lyra Souja 
argu vlin wer an Lowry ib Bend cvarns ince 
iour suas, This 











oe + enacer Wat wth a pists 
i i bonus a siectwe Gating the ion 
There's digo a special grea Coallenge in parm by 






End within 1 miniies. (in dying 
Aasaesin Wel ha 6 chance bo dinpp the legendary Dahl 
OMG. Errparir 








LOCATION: Southpaw Sieam 4 Power, mining: “Aseansinate the Aptantsinn 


Jimbo & Tector 
Hodunk 


Oa ot the. 9 Ti pecrly meat ithend mrtinoa lined lads (6 
(fan pl-cut vhoeiown between the Zabonds anal 
[hg Hct Fi Pa 50 Tee Ae yOu a CONS 
ie pag Hodutie corner mba ni Sey) Tested is 
lamibal {op ihe way inal paychios Car fete ey re 

very Caretie| get ging Phe showkders of a Goodghh dad 
fide feiema, The: Hisehoerin. fare Garces Pee owe, ed 

o theets of wall a2tvt-diat as Seseth. Wor death 
Hey Flwe a chacce to drop a legendary weapon 
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LOCATION: Thee Dust, mission: “Cian War: Zatorts vt. Hedwnia” 1 \ 
MN) | oye 


The Sheriff of Lynchwood mM 


Thi aia Fra TS fur Orerided Lynectped, and il 

the noma Incal agents are. Th cormaahy shart 
Stualty a Bt ad wo tapes and Manetecere: Jack's 

qu trend io bot, She has a chance to dno the rare 

Sheard’: Badipe pelle wpon dyesg. You'll compinin ac 

fohonal ctyecthe durieg “Sieedown” ff you lake 

doen fhe shart without shooting her deputy, That's 

pichabhy a rebenenoe bo sortattieay 
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PE 


Te] 




























i| j i |) ] 
1 | any TRATED bet 
| | Lari 
site Lithil: aa 
x | 1 i WMUHa ie ! 

| {Piloe 
Hi uscles AN i (i 
| hall | Wwe 
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HV! Mieacies i Purkecegi't pecond most beloved Wate 1] WAAL AbeeL nu HN bit | 
1) |) Liuctamart. He was going tp be Fiuskortegi'y thane WAM at eA AU aad 

















PHOT Avge Wliics Wack thay heer betacan hind Mike hae 
ie Simi Murciet-fiet hat muscles. 6 is Paioctead's 
ith ‘ppimon - ore shured oy Phage ont Syoconm weed don't 
hi i mopoy being Peete ny Srulliets = Thal stielehy ara 

. pei the praacies 





| | | Exar bares bees off the beaten path, especialy Of 3 word Ben Pandora, bet cabs aro a lite foo lar ott that eaten 


path. Thite lank qorvvalets haven develoged intricate tunel netwiorics that only they Can acces 
$4 pon Gut of the ground as though trom a rest, fice varkids. They corms: to ue surat ip Maun Wess teers 
ir hae SPAT " ate rat ea 
In keeping with their ansact-Hich domain, tha rats alto dine on so-cated strange raat... [rats FigrT Eety I 
cannibals. it mes ated other bands get slong, 4's mostly because their pate Cont much Overap Burt @ fait | 
dina) phargecter bs ler just the carne as a dead Vat Hunter ct Hyperion sotder 1 there are COrpaes siren 
About, mas can gniee wi them fo regaee lot! heal! 
hin] hur terarwiinng tee Benoa. mange 


Tha dim us of rats, beter ¢uited to dct-crawing and tarel-Suarre 
ey 


and atl preter fanged attarks. fea the most pari They'd eather fire thier eile tha get in lose: reaety 
rather pial pocratteng and pet Backs dertecse Sus sia ie Satie al wl! 


Ral Thief 


TWHM NAME: Rat Santard 


Tunnel Rat 


TVHM NAME: Cannibal Rat 


Fie: Fiat Tepe! if aves leas intenerted in combal Man the Taanel 
Hal: A's a lot mere etermated is money, Hall uy i eek eon 
raya it gia You® Hunter, fo snaich up eome of feat yemilat, | 
Pa CBR aga 10 elie tics from a Wiel Miitther, aD fhe nar 
Of fo Pate (he peo, Ral fim before he fortes fis find, and you 
Gan Del te mocery ac, eet anil aie ft bores though 
and Oy goes bar gegat 


i ‘Tha Tiree! Fiat bp tee rout asst of thes species. Thess ead dwellers erent! 

a) radher he le Bone than fight Whey pick we rere fiery fe, sc) you reeset ill the 
lit |||) /eerunging Tuned Flat to Seve a chance ai the ipods. They rely 0 hair nies and 
P))))))) || pertereacies tes Pigott ferns tar are, 7 yee get tc ce fen nes at irda 4p pu 


yoo dary 
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LOCATION: Hiecdubod Ramparts, The Quel, Temira Express, The Fridge, Lynchwood, Sawieot Cauiérn LOCATION: Ramparis, The Dust, Tundra Express, The Fridge. Lynchwood, Sawtooth Cauldsoa 


it 


TRAC MAME: Ry Rat 


Field Rat 


ried ats Se we gap rat ide Fura Through scavenging aad 
ranged aed decals yung 







Pod verso tte Ras ihe subterranean pieequeaiky tee bess 
ane ea! bees Gamage: Gras tut eapeat cals 
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Patt sida 


ah 
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lel 
tat Shad ham tapes along Mie wen infu thal 

bite tian a Raging Goliath. They won't attempt to pick 
‘ Lo iter, Unlie citer rats, They purit bry fe gat clase 
Wnouph to expose Heir unimaginable leet wid eyes 

|) ineding Ute wacom ark Petavity carupting chasis, 
Gh these taduees of seaicn a wiee berth 43 you 
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Plague Rat 


(TVHM ONLY) 


These sruirying, sieins errors ary gedy nun 
(tering True Vault Hucher Modis. Lindos tht behavior a 
tar vermin brethren, ese creme gs bolt night tor 
fou, 29d Oo Bey ry in ite They saa back and lori 
wath blinding claws thal Cart Poeson adie eit Correos 
damage. in thei aggrncnanens (hey eruich a lew 
other True Vault Hunter Mode emclotives, bic tne Rubtect 
Soar Fated Siag, and Arend) Maniac. Pot tes 
feanie:, peekey creatures ine the goewed for geod 
irumaestintey 
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LOCATION: Hisoeuhen Ramparts. The Dust, Testa Express. The Fridge. LynetrwDod. Sawioatt Cauldron 


BADASSES 
Loot Midget Ral 


Ma Line Midyet Flat pope cut pl a enema and you kal him 


Peer, for es chanel Genety welll pre min soemthing proper. The 


reg ail he ongied im money pecloe. Thanks, fate! 


Han, Lee, 

Mick, & Ralph 

Mick, & Ralp 

Thesne rrinija rete fice cud in fhe sererers 
heraatti Theme Hews bry Southpan 
Shear & Power. icarfin’ uo gina 

ior hangey loose. ‘You fring then. a 
femcdal debvary. cromlany of Tannig 
tuning tha “Splinter Gres” mains 


—BAPELD LEVEL OMG. MULTIPLIER] 
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Miner Rat fy 


TWH WAME: Dogger int Te dpneat ‘{ 


Aenar Feary developed thee Lyeenel rveetuvenh fei the fora 


Plate, Go They Gka abso mou artund Sy burning 
eceruapavtaal: Vig: arenes. ou wrote cer ht tsar 
vteerh My Te Penge, but Ray nd Oey Blgihitty 
tonghes than normal rats wee tfery re iopsicle 


ea aE SARTO Foo Wo Te] ea) 





LOCATION: Tunden Express Bi 


Bloody, Crabby, 
Creepy, Dirty, Greedy, 
Sleary, Tipsy 


Later 8 wares, (cord Goring shoedee oy reasax 

The: Ligh audi Thy arn each indenusily very 
Grea, Dol more thar shal Cen OF bento Gin aod 
UD it Dery a8 Pare fecesen) alterdinory, Cerny the Paget 
mite Lanery, Mare are ted oppouing Challenges jou 
cal hiap hace to these feiowe—etnet ll Laney 
wilt harming any of Sherri af all, ar loll pemry ingle 
ane of ven gars Getore pine ciel aici Laney 
Gielity, yOu Gaiaod ached both of hake goals on the 
Lame payitinagh! 









LOCATION: The Fridge, mission: “Tha Cold Shooider” 
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MDK Assassin Rouf 


The “Aasaeairaate Ihe Aegean” reepioe qaeredie pti An 
Beeathporar Stearn & Pg be kill fou eregrh, (roche 
init one. Finis Alper! with a efiotrpers | jerst th hing 
(erp at chico: rraililay what ip ibe 1 eg er 
ihe cigs cf death] io compietn af ophonal obpective 
Lig gery of fhe tour aamassens. Rout can drop tha 
legendary Dah! SMEG, Emganor, whan he dies 
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Laney White 


Lina; & Be oer Bu-demarprg, Fabs fier etter Pall Hah i i, 
Sopster wails to rake mare pies noe patel playin} HAL } Wb ty H\ 
hard io get schists Lay ano inivoihvess Pagtiene) ail iy i tht 1 
ner dwarven colon, Rood, Crabby, aad #0 1 ¥ 1! feud 
Wien dalegted! Lanay fag a chan ‘to dp Guk ihe 
legendary Bancit-made pastes 
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LOCATION: The Fridge, mission: “The Cold Shoulder” 
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Flinter 


Tha.memtor of the: carga rats.of the “Sedinter Gadus” | 
Pee Cam be Sond in rece) eae hg her i! 

ae feet rigs tS, GG gs a Po cert eel bd conch 

buat Fis puncte! Lenco flor ay PreHTD wth a Teidscienn aed NTH 
Dee! Satie tee Coppi ton si = wall. |f af 

Tose big ween green 


















Mortar in a es diving tha story mevsion “Toil amd 
Trouble” You must gain fee sitersen belore he eves 
Seep OD iver eat ies eget ot you. perhaps 
trashong big Gpeneite ride well Bele? Mortar hase Gage 
Faaaih OOM, eed trap rahi Carrhae ing acigraa 
ii ae eect fincas clack qf an area, a get your 
Rang Gnd Dol enecil farh and fier bards 

if poiebes. Morar has a chance ol deopping a 
Doresiene piece of lod 
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LOCATION: Gawiogth Cauldron, inthe: Ted] pod Treebia” ar LOCATION: Southpaw Steam & Power, mistion; “Splinter Greag” 






















. GOLIATH 


ine The golarties alrescty fuad it bad before te first Vaust mn opened. Thay re big behemoths 
yl i ine bruisers Dut worse, so intlated bn form and hotwired on adrenaline that ther mints 
ate permanently addled, Then the Endium got everywhere, even races in the alr, and 
now a gollathi can't spend a moment of the day without 2 special restraining Nemes OF 
Tha otesence of Eridium enhances the adrenal effect of a goliaih’s extraordinarily athuetic 
syetem ho the iiieral breaking point, causeng thse gosath seul io po ot tie boot 
vail rarnain aflached ony by the particularly sturdy tongue and some gristly tretue. if thn 
happers, the goliath irretroevably loses all saif-coniro: while Encien and adrenaline nun 
fampant in a posetiwe feedback loop, and it will consider everything unfriendly and run 
anything dawn, head lolling. Raght, that's awful. Hence. the ‘nimi 






pen supe el wi | 
| Whi 


Mt 


if ii AWA ling 
Hy 






Wy 
mL 
rah helmets on, golats are essertiaihy extra-large bandits—iey wie weapons, even EL ab Lhegidifil Molt 
inunchers frery dangerous), bul nothing ashore But that goligin is peobabey firing 
from among the cover of lots of his trends. Take ain and intentonatly shoct off the 
restraining helmet and watch the hadeous transiormation of goliath into Rageng eiath 


1111). wate him Mek tae evertesting qartage out of all hes former trends! 






When a godin idle another of your enemies, that MP ren] ki—the MP for that lol yell 
be folded inko-the goliatn’s own. in tact, goliaths hare ifeer wr levesng system and 
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Canyon Shooting off their helmets can teach you something 
anout how fhe oramies betas wet one anciher ard ais cave 
(pe woene artee and Mord, Wa akan jut griad firs, tearing and 
wedching an potuelhs thesah ad gnanh about barely aude 
|| Ae hear brutaltred emguifl. aed tongos bet inning bo scream 
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Shock-Nomadic 
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THM NAME: Womad immelatoe (TV ONLT) rl | 
The Wtornad Pyeo ie arred with 2 Boectrowed, which (ios Whee (hola. Nemad Midgets dda’ phe op os utd beta 

Dowered Oy tet ri 18 On has Gack. The busctonal ramge ot the midgets a4 hd prychos and maraaders. Tee Nomad Miiget that ss 

fhaenadarove is bow, or Oetioeke choke range (he Norra Pyro wall respectable enough health and damage t make you have to plan tg 


spree ty ke) aaa!) rife fer aegtece werk, Lobe fee Shc Meg 
ied tequly Movad, the Mocnad Pyro on the Milling baht 
rather than in tha ghing-prders business. Atco lia tw: Shock 
Madi, tp Momad Pyid features a lated ches Pw the fe! poets 
Now tig Purmegtitpaera are asacally jus] aaplod goo cared 
enone’ ge tp ita nomad. Pocus your fing ove thege io deipnaie 
them, Wilting a Hormad Pirn end prone) eryeweg near hem 


around © 1! eae? much more than agaaned Paychg Midgets and 
euth, Womaed Wacgets cunty eho gy Geri Tram Wie Horr ifock 





| Mormate | Head _j a 
LOCATION: ‘Three Horns, Frositarn Canyon, ‘Hogdshat Ramparts, Tundra Express, The Fridge, ml LOCATION Three Hares, Frovibars Canyon, lpedthot Ramparts, Tundra Express, The Fridge 
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Sinkhole 
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Above ground, varkids begin as larva. Given enough tena and the right incknabon, a Larva 
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GETTING SKINS 


Exira vehicle customization skins are found on enemies and in loot piles. Extra player skins are found several ways: 
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| “This Town Ain't Big Enough” 
| Po 
| “The Cold Shoulder” 
“Capture the Flags” | Hi 
“To Grandmother's House We Go” 
“Cordially nvited: Party Prop” 


“Shielded Favors” 
Maya the Siren 














lero the Assassin 





| 
} 
isi | 
| 
i 


Challenges are earned throughout normal gameplay by completing certain actions. Completing Challenges leads to gaining Badass Rank, which leads to 
earning Badass Tokens. These tokens can be spent to permanently upgrade stats for all of your characters! Challenges and Tokens are explored more fully in 
the “Claptrap’s Guide to Minioning" section of this book, but we list all Challenges here for reference. 


There are many different kinds of Challenges, highlighting varied aspects of gameplay. Challenges are organized here by category. You can sort these in variety 
of other ways in the Challenge list in-game. too. Challenges are a sort of replacement for the weapon proficiency rating in the first Bordertands where players 
had to level up weapon classes individually, based on the amount of XP gained while using that weaon. This became problematic once you'd level-capped 

your character, though, as no more XP could be earned to work up proficiencies on gun types you'd undoubtedly neglected before! Here, each character can 
use each gun type equally well, and the differences arise from equipment and Badass Token expenditure. Equipment is explored thoroughly in the “Marcus's 
Munitions Monthly” section of this book, and as for Badass Rank, here's your comprehensive homework list for getting those Badass Tokens: 


ENEMY CHALLENGES 
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SUBMACHINE GUN CHALLENGES GENERAL COMBAT CHALLENGES 
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SHOTGUN CHALLENGES 
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LEVEL CHALLENGES 
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These Challenges are tied to specific regions, rather than actions. They're exploration-oriented, focused on finding hidden and obscure things in each place, 
Some are also focused on accomplishing certain hidden objectives during some boss battles. These levels are arranged roughly according to the order you're 
likely to find them in-game. This makes it easier for you to match up with the walkthrough if you want to explore maps. It also helps you avoid spoiling 
anything for yourself it you start here and don't go too far ahead. The further down you look ahead of yourself, the more likely you'll run into spoilers, so 
watch out! 
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ACHIEVEMENTS & TROPHIES 


Most of these are self-explanatory, For the “Goliath, Meet David" Achievement/Trophy, you must allow a 
Raging Goliath to level all the way up to GOD-liath before killing him. If you haven't managed this before 
“The Once and Future Slab,” then you can almost certainly get it done during the initiation fight in this 
story mission 


“So Much Blood!" requires 90 seconds of continuous Gunzerking, which is accomplished by building 
down Salvador's Rampage skill tree. Likewise, “Unseen Predator’ is unlocked by staying in Deception as 
Zero for 10 consecutive seconds, which is accomplished by building up his Bloodshed tree. Axton and 
Maya don’t have to do anything fancy with Action Skills for their Achievements; just get 100 kills each 
with the Sabra Turret and Phasalock. 





“Cute Loot” is acquired by killing a chubby enemy, Chubbies are extremely rare versions of foes... rarer even than Badass enemies. Chubby enemies are 
obviously fatter than other monsters related to them, so they move more slowly. They also have a Badass enemy's health pool and damage output, and drop 
goodies like a loot midget upon death 


Maya's Phaselock can make “High-Flying Hurler” much easier than it's perhaps supposed to be: simply Phaselock something that's flying, like a rakk, then 
reload-toss a Tediore weapon into the bound foe. 


“Build Buster” is obtainad by preventing a Constructor from building any loaders before you destroy it. Constructors, which are digistructing Hyperion 
loaders, can be interrupted by shooting them in their vulnerable red sensor-eyes on their front side 
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SECRET ACHIEVEMENTS 


Don't worry if you're peeking: these secrets aren't too secret—most are associated with story missions. No spoilers here, though you will sae the names of 
the missions themselves. For help on a particular story mission, refer to the “Path of Most Resistance” section of this book 





Secret Achievements, story-related 


Compete tha imemaon “ii Fined Gur,” Brees 15 10 
Comolala the mimvon “Beat Minow Ever,“ | Snore 5 20 
Complete the mission “The Aoad Tb Saactaary. “ | rare 14 
Complete the muro “Fir f° Front 15 rl 
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Secret Achievements, story-related cont. 
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Mo Man Let Berend | Complete tha mission "A Oa Fine Aisewe, ° ' | Brora | 15 | 20 
Witheln Gerearmed | Complete the mission a Train fe Cate.” Y Brceine 5 | i 
Shy) he Lirart | Com plete the miason “Rising Action.” | Broeste | 5s 20 
‘Can See My House From Here =| Gompleti the mission “Brigihl Ligits, | Flying City.” | Bronte | ji. 15 70 
Fareweel, Oia (ir Comgleta tha mension “Wits Premarvatiad. ~ Bageina 15 Fil 
cot Tha Band Back Together | Complete the massion “Fhe Once and Fature Sige. * | Bronne 15 | » 
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An Angel's Wish | F cammplete the mesmuon “Wieve Angeds Fear To Tread “ A Sven . Fi | i 
Bombs Away Completa the measion “Tal Aad Troudie.” | She 0 7 
Knowing ls Half The Battie | Con wplets the miasion “Dust Mining.“ 1 Silva | 1h ») 
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Secret Achievements, miscellaneous 
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Glaptrap's Sign Eavesdropping in Southpaw Steam & Power 


Welcome” is far from the only thing this robot's sign can display When you first enter Southpaw Steam & Power, likely on your way to fulfilling 
the optional mission “Assassinate the Assassins,” don't be in such a hurry 

to plunge into the dungeon. Near the entrance, you can happen upon three 
psychos hashing oul problams regarding their mothers... 


Caustic Caverns Cosplay 


In more than one place in the Caustic Caverns, the world isn't quite what it 
seems. Search every nook and cranny for new areas, 











The Art of Borderlands ¢ celebrates 


stunning visuals and in-depth com 


Uncover this unique and dangerous world through 
hundreds af mages including an in-de pth look ot 
she environments vehicles, and the one of 0 kind 


weapons which make Pandora so dangerous. 


eft YOUR COPY OF THE ART OF BORDERLANDS 2 Thils FALL AT BRADYGAMES. COM 


the icanic ort style pioneered by the popular Borderlands sere 


mentary, ts beautiful art book is 0 must have for fans and coll 
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CHARACTER ART 


Eoliow the creation of your favorite 
characters and creatures from beginning 


cancept st etches to fnished in-game renders. 


aRTIST'S COMMENTARY 

Delve into the creative process with 
extensive commentary bY the artists 
developers. and athers who worked to 


create this visually stunning game. 
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oud AHN il . Ny | Striving to meet the demands of our ever-increasing mobile audience, 

HH BradyGames has created a digital version of Borderlands 2 in the iBooks 2 
format! Containing all the content from the printed strategy guide, this 
groundbreaking digital edition takes the strategy guide to the next level by 
providing a more hands-on, interactive experience, This digital edition contains: 


h 4g 
DH 


we) Fully-interactive 3-0 model viewer of your favorite characters. 


(®) Interactive maps with clickable items of interest, collectibles, boss 
locations and more! 


(®) Expandable screenshots revealing close-up views of the action 

(a) “Developer Tips” that provide insight from those closest to the game 
(®) Search and Bookmark features. 

(i) Compatible with iPad 1, iPad 2 and the new iPad! 


Visit the iBookstore 
and purchase this one- 
of-a-kind interactive guide. 


abil 








Tae Tee! 
Use this app to track and find all the collectibles in the game. 
Over 30 maps complete with items and callouts for the following: 
(@) Every Cult of the Vault Symbol 
fig) All ECHO Recorders 
a) Every Rare Chest 


i) Fast Travel & Vehicle Siations 


f) And Much More! 


Available in the iTunes App Store for iPad, ONLY, 2.01) 
iPhone and iPod Touch. 
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Soltwore, and the Gearbox logo ore registered trademarks of Gearbox Software, LLC in the U.S 
ond other countries. Borderlands is published and distributed by 2K Gomes. 2K Games and the 2K 
Gomes logo ore regetered trademarks of Take-Two Interactive Software, ine. in the U.S. ond other 
countries ond used here under license 
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